aa 
v 


7 Serie 
etter 
HESE 


Shee 
i : 
ris bau “| 


opal ta 
His Parent 
x ia 


ee 


oo) 


1 
Pistetrt; 
FL tet 
Latedey 
bets 
aires: 


chat 


ewta tens’ 
a 
ear ertre. 
eeisioaS ‘ 
a hree 
4 
ours 
Bete 
wb 


prereey 
wy 


eS 


rere 


cm 


- 


tena 


fe 
Seen : ever iateeeee aecoievoe ety ae 


hs 2 j 
cbobeaee ae etgesresetang eae eat “I; epider 


betes 
reat: 


3 


Tee 


he bane t < Shshebs asec % « [ 
; reper ba tee cS. ; el=) pagan pesken oe: 
co pegseahea yt ; : Peis Tatas: 
: , =) 
“= =. 
Shee 
aise: 


perc 


£3 
>} 


eee ee OOD OA 
fry if 


FAL, SEMINARY 


THECLOG 


Presented By 


Dr. D. Campbell Wyckoff 


Bylant, Agnes Durant. 


Fun ¢Dilans Vtorschurch 
recreation 


Digitized by the Internet Archive 
In 2024 with funding from 
Princeton Theological Seminary Library 


httos://archive.org/details/funplansforchurcOOpyla 


Fun Plans for Church Recreation 


ee Oe ER Ct wT ron 


THEC SEMINARY 


means Church 
Recreation 


Agnes Durant Py lant 


Illustrated by Murray McKeehan 


BROADMAN PRESS 


Nashville, Tennessee 


© 1958 * BROADMAN Press 
Nashville, Tennessee 


All rights reserved 


International copyright secured 
Second Printing 


42409026 


Library of Congress catalog card number: 58-8924 
Printed in the United States of America 
5. JUL 5 KSP 


Preface 


‘Tae MORE we get together, the happier we'll be.” Many 
churches are realizing the truth of this fellowship song and are 
arranging for more “get togethers” in the church program. The 
question is what they can do for fun after they are together. 

The purpose of this book is to provide help for church leaders 
who are facing this question. 

Perhaps a fellowship chairman needs “just one or two little 
things for the social period at a class meeting.” Someone else 
may be looking for a clever idea around which to build a talent 
hour. 

A youth rally or an associational meeting is coming up. The 
one in charge of the fun period is “fresh out of ideas.” 

Another leader may even be confronted with the responsi- 
bility of directing an all-church social affair where Grandpa 
and Junior will be sitting side by side. 

These perplexed and harassed ones will find fun plans by 
the dozens on the pages of this book. However, these plans are 
not presented as ready-made or cut-and-dried programs. Those 
facing the big question, “What shall we do for fun?” will have 
to consider the occasion, the time allotted, the size and age of 
the group, and the place of the meeting. Then it can be a pleas- 
ure and a privilege to lift out and string together the ideas 
found here. 

Those with originality and initiative will add to and take 
from these offerings. Having been inspired, they may even 
come up with something never before heard or seen on land or 
sea. That this last statement may come true and that Fun Plans 
for Church Recreation may prove a blessing to church leaders 
is the sincere wish and earnest prayer of the author. 

Vv 


Several of my friends have made contributions to this book. 
I am grateful to 


Margaret Sharp for “A Penny Party” and “A Resolutions 
Watch Night Party” 

Jan Nisbet for “A Feather-Weight Champ, or Tickled to 
Death” 

Don Clayton for “Adjectives, 
tion Pantomime” 

Larry Eisenberg for “In a Cabin in a Wood,” “He Ain’t Done 
Right by Little Nell,” and “Not Friendless” 

Ed Norris for “Bayonet Practice” 

Sue Eller for “The HUB Sorority Meets” 

Dianne Paille for “Tail of Harmony and Discord,” and 

Russell Noel for the Whiffenpoof advertisements in “The 
Grand Ole Church Opry.” 
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1. Musical Games 


MusIcAL SPELLING 


Music: “Mary Had a Little Lamb” (played slowly and 
smoothly, giving all the notes the same time value) 
A certain action accompanies each vowel. 


A—spring on right foot, raise right arm straight up 
E—spring on left foot, raise left arm straight up 
I—wrap arms around body 

O—arms make a circle in front of body 

U—twirl hands round each other in front of body 


Let the group practice the vowels’ signs several times. Then 
spell words to the music. The leader calls the words without 


breaking the rhythm: 


Leader: Alabama 
Group: 
A—spring on right foot 
]—sing, no movement 
1 
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a—spring on right foot 
b—sing, no movement 
a—spring on right foot 

m—sing, no movement 
a—spring on right foot 
Leader: met 
m—sing 
e—spring on left foot 
t—sing 
Leader: set 
Group: 
s—sing 
e—spring on left foot 
t—sing 
Leader: Tuesday 
T—sing 
u—twirl hands 
e—spring on left foot 
s—sing 
d—sing 
a—spring on right foot 
y—sing 
Leader: onion 
Group: 
o—arms in circle 
n—sing 
i—arms around body 
o—arms in circle 
n—sing 


Any words with the proper number of letters to fit the tune 
will do. The first word must have seven; the second, three; the 
third, three; the fourth, seven; and the last, five. 


Another set of words may be: sparkle, cat, rat, calorie, and 
adore. 
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I Love Everybody 


ana af oa Ea ? ROSEN OSI - S 
Cy ae ieee aba oe 
SI® RON 


I love ev - ’ry - bod - y, 


(a 


I love ev - ’ry - bod - y, tra - lee, tra - loo! 


I love ev - ’ry - bod - y, my heart is_ so. gay, 


I’ve found a new friend to - day, to - day! 


I Love EveryYBoDY 


Having learned the song, the group “acts it out.” The leader 
walks around the circle, shaking hands with every fifth person. 
These people get up and start in the opposite direction, shak- 
ing hands with every fifth person. Everybody who gets his 
hand shaken goes in the opposite direction from the person 
who shook his hand. Soon everyone will be on the floor singing 
and shaking hands. 


A Weex’s Work Set To Music 


Music: “Here We Go ‘Round the Mulberry Bush” 

This is a relay. Seven persons on a side face each other, at 
least five or six feet apart. 

Place a chair at each end of the lines. On the chair at the end 
where the contest begins are the following articles, in this or- 
der: a towel, a handkerchief, a broom, a sock, a mixing bowl 
containing a spoon, a ball, a hat, and huge gloves (boxing 
gloves, baseball gloves, or working gloves). When the signal to 
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begin is given, number one picks up the towel and rubs on an 
imaginary washboard as he sings: 


This is the way I wash my clothes, 
Wash my clothes, wash my clothes, 
This is the way I wash my clothes 
Every Monday morning. 


On the word “morning,” he hands the towel to number two 
and picks up the handkerchief. As number two goes through 
the same verse and action that number one has just finished, 
number one sings and pantomimes ironing: 


This is the way I iron my clothes, 
Iron my clothes, iron my clothes, 
This is the way I iron my clothes 
Every Tuesday morning. 


On the word “morning,” number two hands towel to number 
three as he receives the handkerchief from number one. Num- 
ber one picks up broom. Then all together they “work,” each 
performing a separate chore, and number one singing the new 
verse as he sweeps in rhythm, 


This is the way I sweep the floor, 
Sweep the floor, sweep the floor, 
This is the way I sweep the floor 
Every Wednesday morning. 


Following this pattern and procedure, go all through the 
week: Thursday, darn socks; Friday, mix a cake; Saturday, 
“play around” by bouncing the ball; Sunday, put on gloves and 
hat and “walk” to church. 

As number seven finishes with each article, he places it on 
the chair at his end of the line. Both sides, of course, finish at 
the same time. It is at this point that the contest begins. At a 
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signal, and without thought of rhythm, number seven picks up 
the towel, gives it a “lick and a promise,” and sends it on down 
the line where it receives the same treatment from all the play- 
ers. The handkerchief and each article in proper order is treated 
in like manner. The side which first returns all the articles to 
their original places on the chair at the head of the line wins. 


One LittTLe, Two LittLe, THREE LITTLE INDIANS 


Music: “Ten Little Indians” 

Words: 
One little, two little, three little Indians, 
Four little, five little, six little Indians, 
Seven little, eight little, nine little Indians, 
But youre my favorite Indian. 


The group forms two circles, one inside the other, with part- 
ners facing. The outside circle remains still while the inside 
circle moves counterclockwise. | 

On the first line of the song, the person in the inside circle 
shakes hands with his partner four times, in definite rhythm: 

One little, two little, three little Indians, 
1 2 3 4 
Then he moves to the next person to his left and shakes 
hands four times on the second line: 
Four little, five little, six little Indians, 
Ding. 2 3 4 
He moves left again and shakes hands on the third line: 
Seven little, eight little, nine little Indians, 
1 2 3 4 

Then moves left to fourth person and shakes hands on fourth 
line. But this time, instead of shaking four times, the partners 
shake twice, and on “three” and “four” they face counterclock- 
wise and clasp inside hands: 

But youre my favorite Indian. 
2 (face and clasp hands) 
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As music plays, without singing, the couples skip four counts 
while bent forward Indian fashion. On the next four counts 
they bend backward and with outside hands slapping mouths, 
they make the Indian war cry sound. Then partners face each 
other. This time the inside circle remains still while the outside 
circle moves counterclockwise, repeating the above actions. 


Rig-A-Jig 


1. As I was walk-ing down the street, down the street, down the street, 
2. A pret - ty girl I chanced to meet, chanced to meet, chanced to meet, 


ne I was walk-ing down the street, Heigh-o, heigh-o, heigh-o. 
pret -ty girl I chanced to meet, Heigh-o, heigh-o, heigh-o. 


—o—o— eo — e+ 


o— oa 


Rig - a - jig -jig, ENG ia eS a-way we go, a-way we go, a-way we go, 


Rig - a - jig - jig, and a-way we go, Heigh-o, heigh-o, heigh-o. 


Ric-A-JIG AND STROLLING 


First, teach the song to the group. Then call to the floor a 
man and a girl. While the group sings the verse to slow walking 
time, these two walk around the playing space, girl behind 
boy. When the words, “A pretty girl I chanced to meet,” are 
sung, each chooses a partner. The couples take hands skating 
fashion. 

On the chorus, “Rig-a-jig-jig, and away we go,” they skip 
around the circle in rapid rhythm. The verse is repeated in 
leisurely tempo, the four players walking around the circle sin- 
gle file, selecting new partners from the group and skipping 
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around on the chorus. Continue until everyone has been chosen, 
unless the group is very, very large. (The girls sing, “A nice 
young man I chanced to meet.” ) 


THREE BLIND MICE 


Sing this song a few times as a round. Then dramatize it as 
follows: Draw a large square on the floor with the sides at least 
six feet long. Choose four or five people to stand on the lines, 
facing toward the center. Number the lines, north side, 1; south 
side, 2; east side, 3; west side, 4. These sides sing and act out 
their lines as their time comes. Here are the actions that accom- 
pany the lines. Work it out carefully. It can be lots of fun. 

“Three blind mice” (march forward to center of square) 

“Three blind mice” (march backward to original place) 

“See how they run” (right face and march to right) 

“See how they run” (march backward to original place) 

“They all ran after the farmer’s wife” (turn completely 
around in place, going to right) 

“Who cut off their tails with a carving knife” (turn com- 
pletely around in place, going to left) 

“Did ever you see such a sight in your life” (raise both arms 
and come down on thighs with a resounding slap on the 
word “sight” ) 

“As three blind mice?” (put hands over eyes and rock from 
side to side) | 

Group one begins. When they come to “See how they run” 
and whirl and start marching to the right, group two begins 
“Three blind mice” and marches to the center, and so on until 
all are performing. Each group will sing the song through three 
times. If the leader gets all this in his mind and demonstrates 
it, playing will be easier. 


Musica MADNESS 


Music: Any good, lively march. 
To begin, have one large circle. The circle marches clock- 
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wise. When the leader blows twice on a whistle, the marchers 
step backward or forward or any way to get side by side with 
someone—making a twosome. Around they go, marching two 
and two. Now the leader blows three times, and there is quite 
a commotion as the marchers try to get into threes. If anyone is 
left out, he stands in the center until a single blast from the 
whistle calls for a single circle again. Then he may join the 
others marching single file. 


RuN AND STOOP 


The group marches in threes. Call a halt and give these di- 
rections: The “middle man” of each set faces the opposite direc- 
tion. When the signal is given to march, the outside and inside 
circles march one way and the middle circle another. When 
the whistle blows and the music ceases, the three people who 
started out together run to find each other. This is quite an 
effort, but when they do get together they join hands and 
stoop. The last threesome down leaves the circle. 

Now you may combine Musical Madness and Run and Stoop 
into a double-header. Finish Musical Madness with the group 
in threes and then move into Run and Stoop. 


CLUES TO CHRISTMAS PRESENTS 


This is a game for a group of any size. Hidden in the titles of 
songs, or perhaps in the songs themselves, are “gifts” one might 
like for Christmas. The pianist plays a song or part of a song. 
As the people in the audience think they know the gift sug- 
gested, they spring to their feet. Then the leader asks those 
standing to shout it out. This game is more interesting if the 
gifts are made personal. For instance, the leader may say: “This 
is what Santa is going to bring our pastor.” The pianist plays 
“The Old Gray Mare.” “The gift for Miss Mary is ______, 
and the pianist plays “Sweet Little Alice Blue Gown.” 

Here is a list of songs with the gifts suggested by them. Add 
to these as you wish. 
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Song Gift 
“Put on Your Old Gray Bonnet” or 
“Easter Parade” bonnet 
“A Bicycle Built for Two” bicycle 
“Hound Dog” or “How Much Is that Dog- 
ie?” dog 
“Oh, You Beautiful Doll” doll 
“Silver Threads Among the Gold” gold 
“Hand Me Down My Trumpet, Gabriel” trumpet 
“Row, Row, Row Your Boat” or 
“Banana Boat” boat 
“In My Merry Oldsmobile” car 


“My NAMES 


Music: “Good Night, Ladies” 

Players are in a three-deep circle facing counterclockwise. 
Each group of three holds hands as they skip or swing along, 
singing the chorus: 

Merrily, we roll along, roll along, roll along, 
Merrily, we roll along, oer the deep blue sea. 
Then they stop and the players on the outside sing: 


My name's _________ (give first name) 
Those on the inside sing: 

My name's _________ (give first name) 
The middle players sing: 

My names >... ( sive first name) 


Let's go and meet the rest. 

As they sing that last phrase together, all the middle players 
move up and join the two people just ahead of them. The new 
threesome joins hands and swings or skips along, singing the 
chorus. They pause and repeat the singing introduction, and 
the middle players move up again. After a short while the out- 
side player gets in the center and does the moving. Then later 
the inside players take their turn in the middle and the game 
goes on as before. 
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EASTER PARADE 


Music: “Easter Parade” 

On a table in the center of the playing area place eight ladies’ 
hats (old ones, and the more “beflowered” and “befeathered” 
the better). Choose nine men—the very “prettiest’—to model 
these “creations” just received from Paris! 

The men form a circle around the table. As the music plays, 
they march around the table with their hands behind their 
backs. When the music stops, each man snatches a hat, puts it 
on, and models it. Of course, one man is left out. He withdraws 
from the circle and one hat is taken out. The music plays again 
and eight men march. Again the hats are snatched and mod- 
eled. Again one man is left out and another hat removed. So 
the game continues until there is one hat and two men. The 
winner this time is declared the most successful and beautiful 
model. 


NAME THE TUNE 


Divide into several teams, according to the size of the group. 
Each team has a “clap” leader. The teams decide on a familiar 
song to clap out. It will be best to designate the type of song— 
popular, patriotic, gay nineties, folk, etc. 

Taking turns, the teams clap out their songs led by the “clap” 
leader. The other teams try to identify the tune. 


2. Action Songs 


Hi, Everysopy! 


“Hi, Everybody!” is excellent to use with a large group for 
an “icebreaker” or get-acquainted feature. Arrange the group 
in a horseshoe formation. Give yellow squares of crepe paper 
to those on the left, red to those on the right, and blue to the 
others. 

Music: “Country Gardens” 

Words: Hi, everybody! (Yellows stand and wave to reds. ) 

Hi, everybody! (Reds stand and wave to yellows. ) 
Hi, everybody! (Blues stand and wave to both. ) 
Hi! Hi! Hi! (All give three loud football cheers. ) 
( Repeat. ) 
(Whistle the next three measures. ) 
Hi! Hi! Hi! (Everyone gives three cheers. ) 
Hi, everybody! (Do same actions as before. ) 
Hi, everybody! Hi, everybody! 
Hi! Hi! Hi! 

il 
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ras 


Country Gardens 


Saas ae ee nae 


Hi, ev- ’ry - bod - y! Hi, ev - ’ry-bod - y! 


( Whistle) 


Unless there is need to use colors for dividing the crowd for 
later activities, let the three groups merely wave their hands at 
each other. Or they may wave handkerchiefs, hats, or papers at 
each other. 
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CHRISTMAS VARIATION 


Group one spring to their feet and wave foolishly, singing, 
“Merry, merry Christmas!” (Sit down.) 
Group two spring to their feet and wave, singing, 
“Merry, merry Christmas!” (Sit down.) 
Group three spring to their feet and wave, singing, 
“Merry, merry Christmas!” (Sit down.) 
All shout together, 
“Happy New Year!” 
( Repeat. ) 
Whistle the next three measures. 
Then shout, 
“Happy New Year!” 
(Repeat the entire song. ) 


Tue More WE Get TOGETHER 


Music: “Ach Du Lieber Augustin” 
Words: The more we get together, together, together, 
The more we get together 
The happier we'll be. 
For your friends are my friends 
And my friends are your friends. 
The more we get together 
The happier we'll be. 


On the words “together” and “friends” the group stands or 
sits. At the end of the first singing, everyone is left standing, 
making it necessary to sing the song again in order to be seated 
at the close. 

For Christmas use the same idea. Have the group sit and 
stand on “Christmas” and “friends.” The new words are: 


When it’s Merry Christmas, Merry Christmas, 
Merry Christmas, 
O when it’s Merry Christmas, 
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Were happy and gay. 


For your friends are my friends, 
And my friends are your friends. 
When it’s Merry Christmas, 
Were happy and gay. 


Ive BEEN WorKIN ON THE RAILROAD 


Use this game for a large audience sitting side by side in 
pews. Those on first pews across the auditorium stand and face 
toward the right with hands on the shoulders of the person in 
front. Those on second pews face in the opposite direction with 
hands on shoulders of the one in front. Those occupying pews 
with odd numbers go right, with even numbers, left. 

The leader directs from the platform. Everybody sings. As 
they sing, they move forward with a shuffling step. 

I’ve been workin’ on the railroad 
All the live-long day. 

Leader: Turn around! (All whirl and face in opposite direc- 

tion, placing hands on shoulders in front. ) 
I’ve been workin’ on the railroad 
To pass the time away! 

Leader: Turn around! (Again everyone makes an about-face 
and shuffles along. ) 

Don't you hear the whistle blowin’ 
Rise up so early in the morn; 

Leader: Turn around! (All change directions. ) 
Don't you hear the captain shouting; 
“Dinah, blow your horn!” 

(All face front. For the next lines they put imaginary trum- 

pets to lips: first to right, then to left, and then to front.) 
“Dinah, won't you blow (to right) 
“Dinah, won't you blow (to left ) 
“Dinah, won't you blow (to front) 
Your horn, horn, horn (clap, clap, clap ).” 
( Repeat. ) 
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On Tor or OLD SMOKY 


Music: “On Top of Old Smoky” (Decca record No, 9-27515). 

The first four lines everybody knows. Then the leader on the 
record lines the song out. 

There will be three groups. During the interludes between 
verses a group sings when the leader points to it. But instead of 
singing words, group one sings the syllables “ho-ho,” group two 
sings “he-he,” and group three sings “ha-ha.” Warn them to be 
alert, for the leader may point to a group when they least ex- 
pect it. The singing might go something like this: 


Ho-ho He-he-he-he 
Ha-ha Ho-ho He 
Ho-ho He Ha-ha Ho 
He-he-he Ho Ha! 


Then the lining out begins again. 


SEESAW 


Use this game with a large audience for a resting period. 

Music: “School Days” or “Let Me Call You Sweetheart” or 
any song that lends itself to the rhythm of seesawing. 

The leader calls a girl and a boy to the platform. The leader 
faces the audience with his arms stretched out to the side, even 
with his shoulders, making the seesaw. The boy and girl, one 
on each side of the leader, grasp his hands with both theirs, 
facing each other across the leader, seesaw style. Half the audi- 
ence “sides” with the girl and half with the boy. As they sing, 
the girl and her crowd “go down” (bend knees) first and then 
straighten up as the boy and his half of the audience go down. 
So up and down the whole group goes throughout the song. 


My Bonnie 


Music: “My Bonnie Lies over the Ocean” 
Sing with the following motions: “My (point to self) Bonnie 
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(outline her picture, using both hands) lies (hands to side of 
head as if sleeping) over (make motions with hands indicating 
over) the ocean (ripple motion with fingers); My Bonnie lies 
over the sea (repeat exactly the above motions); My Bonnie 
lies over the ocean (repeat again); oh, (form letter with thumb 
and forefinger) bring (palms up, making motion with fingers 
toward you) back (reach over shoulder, touch own back) my 
(point to self) Bonnie (draw her picture again) to (hold up 
two fingers ) me (point to self again ).” 


We Like You 


Ww 
You’re our squirrel! You’re our nut! No knife in - to our lovecancut! For, 


WE Like You 


Divide the group into two sections. They sing to each other, 
springing to their feet as they sing, then sitting down. 


First group: We like you! 

Second group: We like you! 

Both: Were crazy about each other! 
First: We like you! 

Second: We like you! 

Both: We're crazy about each other! 
First: You're our squirrel! 

Second: And youre our nut! 

Both: No knife into our love can cut! 
First group: For we like you! 
Second group: And we like you! 
Both: We're crazy about each other! 
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In a Cabin in a Wood 


In @ cab-in in a wood, Lit-tle man by the win-dow stood; 


STUMPS. AMEN 
Saw a rab-bit hop-ping by, Fright-ened as could be. 


() 
oa. OC A Rl ee we Ria maa PRs ENS ORE 
“¢ x¥-— x ——-— {-_—__ {--_—¢ -——ie 


‘‘Help me! Help me! Help,” he said; ‘‘Lest the hun - ter shoot me dead!’’ 


In A CABIN IN A Woop 


Sing with the following motions: “cabin”—form a pointed roof 
with fingers of both hands together. 

“window’—hold hands up, palms in beside face, as if looking 
out window (or shade eyes with hand) 

“rabbit”—make a V of forefinger and middle finger, and in 
slow rhythm four times motion along as if a rabbit were hop- 

in 

; “frightened” —shake with fear 

“help me’—in high falsetto voice, throwing both hands high 
in the air, rising somewhat from chair 

“lest the hunters shoot’—eight shots as if from a tommy gun 

“little rabbit, come inside’—motion with beckoning forefin- 
ger, four times 

“safely youll abide’—stroke the rabbit 

Leave off one phrase at a time, but do the motion just the 
same, beginning with either the first phrase or the last. 
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Ir I HAp THE WINGS OF AN AIRPLANE 


If 1 Had the Wings of an Airplane 


If I had the wings of an_ air - plane *(air-plane), 


Back to the cit-y Id fly *(I’d fly), Backto thearms of my 


dar - ling**(dar-ling),ThereI’d be will-ing to _ die. 
REFRAIN 


Ooh la la ooh la la ooh la*(re-peat)Oohla la ooh la la 


la *(a-gain),Ooh la la ooh la la ooh  la*(oncemore), 


= = 


la ooh file la la. *(Breath-i ue spell - - 


=== 


two three four). ee *The pity 


*A at shout 
**A gentle whisper 


3. Rhythm Games 


RHYTHMIC HANDS 


Music: Crazy Otto's album, Decca EP 45, ED 2201 (DGG- 
$2332). Use “Glad Rag Doll” first and then “Smiles.” 

In large letters print on a long scroll made from wrapping 
paper the italicized words of the commands given below. This 
scroll hangs beside or behind the leader, who sits before the 
crowd and leads. Everyone holds hands straight out before 
them, palms down, during the introductory measures of “Glad 
Rag Doll.” Then the rhythm begins. Every movement gets 
eight counts. Encourage all to abandon themselves to the music 
and mimic the facial expressions of the leader. 

Cross hands, right over left. Reverse (cross left over right). 
Snap fingers right (turn to right with hands just above right 
shoulder and snap fingers eight times). Snap fingers left (now 
turn to left and repeat action). Slap thighs (with both hands 
for eight counts). Beat chest (with both fists). Swish hands 
(brush palms across each other to and from the body). Crazy 
sign right (with right forefinger at right temple make the twirl- 
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ing motion which is often used to denote “nobody home’). 
Crazy sign left (repeat with left forefinger at left temple). Rab- 
bit ears (with thumbs in ears, waggle hands eight counts). 
Devil horns (make horns on head with forefingers and wag in 
and out). Angel wings right (put thumbs at each shoulder and 
flap hands as you look angelically to the right). Angel wings 
left (repeat, looking to left). Knock on wood (knock eight 
times on back of seat). Knock on head (your own). Click 
tongue (the sound you make when you shame someone ). “Ain't 
this fun, oh, ain't this fun!” (shout). And start over. 

Now change to a faster tempo by using Crazy Otto's 
“Smiles.” 


“LITTLE OrRPHANT ANNIE” 


The audience is divided into three groups. Group one is on 
the left of the leader as he faces the crowd. Group two is in the 
middle section, and group three is at the leader's right. 

Each person has a copy of James Whitcomb Riley's poem 
“Little Orphant Annie” * marked like the one below. There are 
four beats to each line. The definite accents are on the under- 
scored words. 

Little Orphant Annie’s come to our house to stay 

isi bask URI INAY ae uae 

Have the audience stand up. Group one reads its lines with 
a lisp. 

Group two reads in a very childish voice. 

Group three reads its lines in just as deep a voice as pos- 
sible. 

Practice the rhythm until all are in the “swing.” Then read 
the poem. 

Read it a second time with these additions: Group one lisps 
but at the same time marks the rhythm with their feet (march- 
ing style). Group two continues in the high childish voice, but 
now they twist to right and left and rise on their toes. The girls 


* From Rhymes of Childhood, published by Bobbs-Merrill Company, Inc. 
Used by permission. 
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hold their skirts out as if they were “shooing the chickens off 
the porch.” The boys try to give that impression by holding 
their trousers the same way. Group three speaks in the same 
bass voice but bend their knees on each accented beat. 


Leader: Little Orphant Annie’s come to our house to stay, 
One: To wash the cups and saucers and brush the crumbs 


away; 
~ Two: And shoo the chickens off the porch, and dust the 
hearth and sweep, — sin ei 
Three: And make the fire and bake the bread, and earn 
her board and keep; eae 
Leader: And all us other children when the supper things is 
done, mi ian FES 
~ One: We sits around the kitchen fire and has the mostest fun, 
Two: A-listenin’ to the witch-tales that Annie tells about, 
Three: And the goblins that get you—if vou don’t watch 


out! 
Leader: Once there was a little boy who wouldn't say his 
prayers 4 ta pW A a, 
~ One: Then when he went to bed at night, away up stairs, 
Two: His Mammie heard him holler and his Daddy heard 
him squawl, Per alas ee 
- Three: But when they turned them kivers down, he 


wasn't there at all! 
Leader: They seeked him in the rafter-room and cubby-hole 


and press, 
One: They seeked him in the chimney flue and everywhere, 
I guess; ee ETT 
~ Two: But all they ever found of him wuz his pants and 


roundabouts,— 
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Three: And the goblins'll get you—if you don’t watch 
out! wig be mit 
Leader: Once there was a little girl who'd always laugh and 
grin, And make such fun of everyone, and all her blood and kin; 


One: And once there was company, and older folks wuz 


there, 

- Two: She mocked ’em and she shocked ’em and she said 

she didn't care! oe 
Three: But just as she clicked her heels and turned to 

run and hide, There wuz two big black things a-standin’ by 


her side, 
One and Two: They snatched her through the ceiling ’fore 
she knowed what she’s about! 
Three: And the goblins’ll get you—if you don’t watch 
out! 


——t 


Topay Is MonpAay 


This is a rhythm game with no music except a very short re- 
frain. 

It is best to have the group seated in horseshoe formation. 
There may be several rows of chairs, one behind the other, but 
arranged in a semicircle. 

Divide them into seven sections. Beginning at the leader’s 
right as he faces the audience, name the sections Monday, 
Tuesday, Wednesday, Thursday, Friday, Saturday, and Sunday. 

Monday’s group makes the motion of washing clothes on an 
old-fashioned rub board. Tuesday’s group “irons,” making the 
motion of moving an imaginary iron with the right hand over 
the palm of the left hand. Wednesday's group sews, holding 
“garment” between thumb and forefinger of left hand and 
pulling thread through with right. Thursday's group sweeps 
back and forth with an imaginary broom. Friday's group makes 


up dough in the old-fashioned way of “squshing” it through 
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the fingers. Saturday’s group plays by putting forefinger of 
right hand on top of head, left hand on hip, and tripping 
around and around in place. Sunday’s group “preaches” by 
pounding the right fist into the left palm. 


The refrain all must learn before starting the game is: 


—p oe te Ne 


Ab a | 1 es at Sanaa a ene 
wt (anew »—{-S -o——_@ a 
Oh bro - ther, we'll all take a hand. 


Practice it several times. 

The rhythm is 1-2-3-4 with equal accent on first and third 
beats. (Count slowly.) Now, fitting the words to that slow 
rhythm and not losing a beat, the game goes as follows: 

The leader brings “Monday” to their feet in four jerks, 1-2- 
3-4. Then on the next four counts they say, as they make the 
motions: 

To-day is Monday, To-day is Monday, 
2 8) 4 


1 
Monday we wash, Monday we wash 
1 2 8 4 


Everybody then sings with “Monday,” “Oh, brother, we'll all 
lend a hand.” 
The leader seats “Monday” in four jerks. Immediately he 
brings up “Tuesday” in four jerks, and they say in rhythm: 
To-day.is Tuesday, To-day is Tuesday 
1 2 3 4 
Tuesday we iron, Tuesday we iron 
1 2 3 4 
By that time “Monday” is up again saying, “Monday we wash, 
Monday we wash,” and making the motion. Everybody comes 
in with the refrain (including “Monday” and “Tuesday” who 
continue their movements as they sing ). 
The leader seats “Monday” and “Tuesday” at the same time 
in four jerks. Then he brings “Wednesday” up. 
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To-day is Wednesday, To-day is Wednesday, 
2 4 


1 
Wednesday we sew, Wednesday we sew 
1 2 3 4 


“Tuesday” is up by the time “Wednesday” ends their second 
“Wednesday we sew, and they begin, “Tuesday we iron, Tues- 
day we iron,” (“Wednesday” still sewing in rhythm). Then 
“Monday” is up by the time “Tuesday” ends the second “Tues- 
day we iron” and joins the rhythm with “Monday we wash.” 
Everybody comes in with the refrain, “Oh, brother, we'll all 
lend a hand.” 

The leader seats all three days in perfect rhythm and brings 
up “Thursday.” 

And so the pattern goes on through Sunday. 

The success of this fascinating game lies in the direction of 
the leader, who must spend much time in practice. 


SENIORS ARE FUNNY 


They “ain’t gonna study books no more.” If you can get a 
small group for rehearsal, the following rhythm stunt goes over 
in a big way. 

There should be at least eight persons taking part. When 
the curtains open, they are sitting in a row, big books held be- 
fore their faces. 

First step: On the first note of lilting, catchy, march-time 
music, figures come into action. They peep out to the right 
from behind the books, grinning at the audience—four counts. 
Peep to the left—four counts. Back behind the books—four 
counts. Peep over the top of books—four counts. Back—four 
counts. This “peeping” business is the first step. 

Second step: Bang! Books closed—one, two. Pound fist on 
closed books—three, four. Books open before faces—four 
counts. Frown over top of open books—four counts. Repeat 
this step. 

The whole point to this little stunt is for everybody to do 
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everything at exactly the same time. This will require count- 
ing. During the first rehearsal let all count aloud. Later let them 
whisper. Still later they will be able to keep together perfectly 
without moving their lips. 

You may have as many steps as you want. The idea to have 
in mind is that “much study is a weariness of the flesh.” Those 
taking part get mischievous and decide to abandon books and 
have a good time. Here are four steps; you may think of others. 

Third step: With books in laps and fingers “on the place,” 
all study hard—four counts. Look up, scratching head with 
right hand—four counts. Repeat, this time scratching with left 
hand—four counts. 

Fourth step: Cross knees, left over right. Lean chin in hand, 
elbow resting on open book—eight counts. On eighth count all 
change, crossing right leg over left—eight counts. Repeat. 

Fifth step: The performers work in couples in this step. 
Partner on left puts his hand to his mouth and whispers in ear 
of the other—four counts. They draw away from each other, 
grinning mischievously—four counts. Repeat, with partners on 
the right doing the whispering. 

Sixth step: All rise hands above heads—count four. Bring 
them down with a bang on the books—count four. This step is 
done as if they were tickled to death, but they don’t laugh 
aloud. 


KNIFE AND ForK RHYTHM 


Give instructions while all are seated at tables. Guests are 
to beat rhythm as pianist plays. The action is done to the tune 
of “Country Gardens.” 

On first eight beats, guests, holding forks in right hands, tap 
glasses eight times. 

On second eight beats, guests, holding knives in right hands, 
hit table eight times. 

On third eight beats, guests, holding knives and forks, strike 
them together eight times. 


26 Fun Plans for Church Recreation 


On fourth eight beats, guests, holding knives in right hands, 
hit glasses eight times. 
Repeat all actions on last thirty-two beats. 


One Finger, One Thumb 


—~ —~ 
eo ot g 
-6S- e -a- 
One fin-ger, one thumb, one hand, one arm, keep mov - ing. 
o~ 


One fin - ger, onethumb, onehand,one arm, keep mov -_ ing, 
Pea te 


| 


And we'll all be hap - py’ and=e gay. 


ONE FINGER, ONE THUMB 


At the end of the first line add in turn: (2) two arms, 
(3) one leg, (4) two legs, (5) stand up—sit down. Keep this in 
steady rhythm—don’t let it run away. Accompany the words 
with appropriate gestures on finger, thumb, hand, arm, leg, 
standing, and sitting actions. 
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“A Loup NOISE FOR 


While seated at banquet tables, you may want to honor 
someone. Do this: 


Clap, clap-clap, clap, clap 
1 2 3. 4 


Slap thighs, slap-slap, slap, slap 
1 2 Sees 
Stamp feet, stamp-stamp, stamp, stamp 
3 
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Stand with a whistle, and at the signal from the leader, shout 
the name of the one thus honored. 


RHYTHM 


Chairs are numbered and players seated in a circle. “Head” 
and “foot” of the circle are noted. The person in the first chair 
begins. The main idea is to keep in rhythm. 

At the same time all slap legs with both hands, clap hands, 
first player calls his number (at the same time snapping fingers 
of left hand ), then calls number of another player (at the same 
time snapping fingers of right hand). The rhythm is continued 
with the person with the number called giving his own num- 
ber on the snap of fingers of left hand and another number on 
snap of fingers of right hand. Continue in this fashion until 
someone breaks the rhythm. That person goes to the “foot,” 
and all others move one position forward. Each person’s num- 
ber changes according to the chair in which he is seated. 


THis Is rHE Way THE RuyTHmM GoEs 


Select a song in 4/4 time. A good one is “Battle Hymn of 
the Republic.” Divide group into four teams. One group claps 
whole notes. They clap once and hold hands together as they 
move them back and forth for counts two, three, and four. 

The second group claps half notes. They clap on one and 
three. 

The third group claps quarter notes, a clap on each beat. 

The fourth group claps eighth notes, two claps to each beat. 

Let the leader rehearse each group. Then let it be under- 
stood that the groups clap only when indicated by the leader. 

Everyone must be alert, since one never knows just when the 
leader will bring his group in. When the leader swings both 
arms, all clap their rhythm at the same time. 

Then let two groups sing the stanza and two other groups 
sing the chorus. Reverse for a second time of singing. 
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He Ain't Done Ricut sy Litre NELL 


This playlet is done in rhythm, the characters either rocking. 
backward and forward on the strong beats or doing knee bends.’ 


FARMER: “Twas a DARK and stormy NIGHT when my NELlie 
went aWAY. 
i NEVer shall ferGIT it till my DYin’ DAY! 
she was JIST sixTEEN, the VILlage QUEEN, 
the PURTiest little GAL i EVER have SEEN! 
the FARM ain't the SAME since NELlie went aWAY, 
the HENS all DIED and the ROOSTERS won’t LAY. 
THERE in my WINdow HANGS a LIGHT! 
FORTY below ZEro! MY, whatta NIGHT! 


NELLIE: K-nock, K-nock, K-nock, K-nock! (enters carrying 
bundle ) 

FARMER: WHO’s that KNOCKin’ at my DOOR? 

NELLIE: IT’s yer LITtle NELlie, don't ye KNOW me any 
MORE? 

FARMER: WHERE'S that ACTER feller that CALLED yew 
HONEY? 
did he SEND yew HOME ‘cause ye AST fer 
MONEY? 

NELLIE: he’s a GREAT big BUM, and he LIED with EASE, 


he HAD more FAULTS than a DOG has FLEAS! 
he LEFT me the NIGHT i was MOST ferLORN, 
the VERY same NIGHT little EMMY wuz BORN! 

FARMER: is THAT there EMMY? 

NELLIE: it aint no OTHER! 

FARMER: she’s the SPITtin’ [Mage of yer DEAR old MOTHER, 
but ye CAINT stay HERE with THAT there 
CHEBILD: |." .°. 
LIStenin’ to hit HOLler would jest DRIVE me 
WILD! | 

VILLAIN: HOlty, TOlIty, ME proud BEAUTY! (wears mus- 
tache, of course) 
GIMme EMmy, or I'll Do mah DUTY! 
GIMme the CHEEILD or I'll DO yew HARM, 


CONSTABULE: 


FARMER: 
CONSTABULE: 


FARMER: 
VILLAIN: 
FARMER: 
VILLAIN: 
FARMER: 
CONSTABULE: 
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‘cause i GOT the MORTgage on the NO-count 
FARM! 

K-nock, K-nock, K-nock, K-nock! (wears a huge 
badge, of course) 

who’s that KNOCKin’? SOUNDS like a MULE! 

i AIN'T no MULE, where'd YEW go to SCHOOL? 
cain’t ye SEE by my BADGE I’m the CONstaBULE?P 
just WHAT'S goin’ ON here, COME an’ TELL! 

he AIN’T done RIGHT by my LITtle NELL! 

QO; YES IT HAVE) .:.°. 

O; NOWYEVAIN' TD o8 

Oe YES ATA Bao 

0, NOWE AIN'T) ose: 

yew STOLE his FARM and ye LEFT his DAUGH- 
TER, 

that OUGHT to COST ye “bout a DOLLar and a 
QUARter! 


AuL: (speaking together) which GOES to SHOW the PRICE of 


VILLAIN: 
CONSTABULE: 


AUDIENCE: 
VILLAIN: 
AUDIENCE: 


SIN, 

as NOW yew SEE the FIX he’s IN. 
were SHORE he’s BROKE and must GO to JAIL. 
there’s NO one HERE who'd dare PAY my BAIL. 
don’t WASTE your TEARS on THIS ole CRITTER! 
just HISS and HISS at HIM real BITTER! 
A-HISS! A-HISS! A-HISS! A-HISS! 
now FOR the REST let’s CLAP and CHEER! 
K-CLAP! K-CLAP! K-CLAP! K-CLAP! 
K-CLAP! K-CLAP! K-CLAP! K-CLAP! 


This stunt may be used with an entire audience. Divide into 
four groups—one group representing the farmer, another Nel- 
lie, another the villain, and the last the constabule. Each group 
reads in unison. Have a leader for each group on the platform 
to bring the group in on time. 


4. Skits and Stunts 


TRAGEDY BY THE SEA OR 
Love Is so SWEET AT THE SEASHORE 


Let the audience help you select four men from the group to 
be the “cast.” After they are standing beside you, announce the 
characters in the play. 

Goldie Locks—a sweet, beautiful young girl 

Aunt Mehitabel—her dear old work-weary aunt 

Handsome Harry—who rescues Goldie and falls in love with 
her 

Lefty—the villain 

The four men turn their backs, and the audience makes their 
choice for the parts by applauding as you hold your hand over 
each man’s head. | 

Costume them for their roles with plenty of help from the 
audience. Have on hand the basic costume needs. The audience, 
however, brings you lipstick, earrings, a hat, and a ribbon for 
Goldie Locks, a shawl for Aunt Mehitabel, a big flower or 
even a corsage for Handsome Harry’s lapel, and perhaps a 
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Homburg for him to wear. Let those who contribute an article 
put it on the character. 

Suggested costumes are: 

Goldie Locks—a pinafore-type apron (large, for you never 
know the size of your man) and a wig (you can rent or buy a 
red wig from a costume house in your town or from Magicland, 
409 North Ervay, Dallas, Texas, or Bakers’ Plays, 569 Boylston 
Street, Boston 16, Massachusetts, or you can make a “beautiful” 
wig from a mop, dyed red or any color you desire) 

Aunt Mehitabel—a big, old-lady-looking dress, a gray wig, 
a sunbonnet (always consult your audience to see if they prefer 
that he be bareheaded), a shawl, glasses (unless he is wearing 
his own) 

Handsome Harry—a “Frenchie” mustache (you can paint 
this on with an eyebrow pencil, but to get the biggest laugh 
have some crepe hair and spirit gum on hand and do a pro- 
fessional job), sideburns (if the audience wishes), a coat, a 
large flower for lapel, a “natty” hat 

Lefty—a turtle-neck sweater made by having him turn his 
coat around and button it in the back, a “sloppy” cap with the 
bill pulled down over one eye, and a “handle bar” mustache 
(made with crepe hair or painted on) 

Now you are ready to set the stage. 

Explain that the scene is a lonesome section of a beautiful 
beach. Here at the left is a big bunch of seaweed (place a vase 
of flowers there). At the right is a large rock (indicate a chair 
some place—any place). As the curtains open, Goldie is in the 
center of the stage, the villain is crouching behind the sea- 
weed, Handsome Harry is just off stage at the right, and Aunt 
Mehitabel is in the doorway of her home, which might be 
located at the back of the stage. 

Now explain to the cast that all they have to do is listen as 
you tell the story and do what the story says. They will repeat 
any conversation you use. When all understand, the play be- 


gins! 
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Once there was a beautiful young girl named Goldie Locks who 
lived with her stern but loving old aunt, Miss Mehitabel, in a lonely 
cottage by the sea, 

One evening while Goldie Locks was gathering shells on the 
beach, running, skipping, and singing in a sweet childish treble, 
a mean, wicked old villain came along. He watched her from be- 
hind some seaweed and then crept up on her. She turned and saw 
him. She screamed. Like an angel from the sky, Handsome Harry 
appeared. Taking in the situation, he ran forward. “Turn that girl 
loose!” he shouted. “You make me,” screamed Lefty. “I will.” “You 
can't, answered Lefty. Goldie let out a big yell! 

Aunt Mehitabel came running with a broom. She and Handsome 
- Harry chased the villain round and round while Goldie shivered 
in her shoes. Finally the villain stopped, got down on his knees, 
and begged for mercy. So Aunt Mehitabel sat down on a rock 
and took him across her knee and spanked him good. Then she let 
him go, and he slunk away, crying pitifully. 

Handsome Harry looked at Goldie Locks. She looked at him. 
Then they rushed into each other’s arms and kissed each other. 

With the sea for a backdrop, the wind and sunlight for atmos- 
phere, they fell to their knees before Aunt Mehitabel. She placed 
her hands on their heads and said, “Bless you, my children.” 


Tue Brats CuHristMAS GIFT 


Here is an adaptation of the preceding skit for a Christmas 
“play.” Make the adjustments as to characters according to 
your own imagination. There is an extra character in this story 
—the Brat. Dress “her” in a long old-fashioned flannel night- 
gown. 

Time: Christmas Eve 

Place: Aunt Mehitabel’s living room 


Anyone would know it’s Christmas Eve if they looked into this 
beautiful room. The Christmas tree stands there. The fire glows 
here. Christmas gifts are scattered all about the place. 

As the scene opens, Goldie Locks is seen trimming the tree. She 
hums a song as she works. Every now and then, overcome by its 
beauty, she skips about the room clapping her hands. 
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Lifting a big doll in her arms, she says, “I am glad my little sister, 
the Brat, finally went to bed. I wouldn't have her see this beautiful 
doll for the world. It’s a surprise!” But even as she says it, the Brat 
appears in the doorway, grinning from ear to ear. She slips up be- 
hind her sister to get a good look at the doll. Then she tiptoes 
softly out, with her finger on her lips. She has hardly disappeared 
before Lefty, the burglar, appears. He glides up to Goldie and 
grabs her. She screams. As if by magic, Handsome Harry appears. 
He strides in and grabs Lefty by the throat. “Turn my girl loose!” 
“I won't until she hands over the loot!” “Oh, yes, you will!” “Oh, 
no, I won't!” “Oh, yes, you will!” “Oh, no, I won't!” Goldie screams. 
Aunt Mehitabel comes running in with a broom. She and Harry 
chase Lefty round and round the room while Goldie shakes in her 
shoes. But the agile burglar gets away. Harry and Goldie run into 
each other's arms. “Don't be frightened, darling,” says Harry. “I’m 
not now, my big, brave man,” replies Goldie. Aunt Mehitabel looks 
on in disgust and says, “Oh, mush and gravy, why didn’t you grab 
onto that burglar?” 

At that moment the Brat appears in the doorway, leading the 
burglar by the ear. She says proudly, “Lookie what Santa Claus 
brought me—a cute little boy doll!” 


A Hare RAISER 


In this stunt a great inventor is demonstrating a marvelous 
new machine which he has developed—a guaranteed, instanta- 
neous hair grower. The equipment consists of a large box big 
enough for a small boy to get inside, a wig made of a floor mop 
dyed red, and several bottles of hair tonic (dyed water). Saw 
a hole in one end of the box through which a man may put his 
head. Insert a funnel in the top of the box in such a position 
that its end will be right over the man’s head when placed 
through the hole. Stop up the end of the funnel to prevent any 
of the liquids from going through. Place an egg and the various 
shaped bottles of dyed water on top of the box, and the equip- 
ment is complete. 

The demonstrator stands beside the box and makes a speech 
about this amazing new invention which grows hair on the 
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baldest head in less than ten minutes. He explains that there 
is no long treatment, no waiting, no failures. He states that he 
is demonstrating this invention free of charge to the first bald- 
headed man who will step forward. (Some bald-headed man 
should be planted in the audience to step forward at this 
point.) The demonstrator has the volunteer kneel down and 
place his head through the hole in the end of the box. A small 
boy inside the box places the wig on the man’s head. 

The demonstrator breaks the egg into the funnel and steps 
back holding his nose. He then picks up the bottle of hair tonic, 
reads the label, and pours a little into the funnel. With great 
care he goes through the various bottles, selecting just the right 
one, and pouring a little from each into the funnel. 

When he has finished, he announces to the patient that he is 
ready to have a look at his head. The patient withdraws his 
head and is quite a sight with a luxuriant growth of long red 
hair sprouting from the top of his head. 


THE FEATHERWEIGHT CHAMP OR 
TICKLED TO DEATH 


Cast: Hero—Dangerous Dan 
Heroine—Devastating Dixie 
Villain—Evil Ellery 
Heroines Grandfather—Sincere Sam 


Narrator: Devastating Dixie is pacing up and down in the small 
ranch house on the Two-Way-Squeeze Ranch. Anx- 
iously she looks at her watch. Nervously she chews 
her fingernails. Back and forth she paces. Suddenly 
Sincere Sam enters. She turns quickly and says— 

DIXIE: Sincere! 

Narrator: He turns away and does not answer. She catches his 
sleeve and cries— 

DIxiE: Did you bring the money? 

Narrator: He replies— 

SINCERE: Uh-uh. 
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She cries— 

But, Grandfather! Evil Ellery is coming today, and 
the rent is due! 

Ah couldn't help it, gal. Some rustler stole all mah 
cattle before ah could sell ‘em. I ain't got no money. 
She turns away in despair. 

What shall we do? 

You could marry Evil Ellery. He likes blondes. 
Never! (She picks up bottle with “dye” written on it 
in large letters.) I'll dye first! 

They continue to pace about the room. Both are 
covered with gloom. (Narrator sifts artificial snow 
over both from large can marked “gloom.’) Time 
passes. (Narrator walks across stage with sign read- 
ing “time.’) Suddenly a knock is heard, and Evil 
Ellery sweeps in. (He has a long cape thrown over 
his arm. Makes dramatic entrance, then starts brush- 
ing off his cape with a small clothesbrush. ) 

Evil Ellery! 

I have come for the rent! 

Please give us more time! 

I want the money! 

Give us more time! 

The money! 

More time! 

If you got the money, honey, I got the time! 

Oh, please have mercy! 

I'd rather have the money! 

At this crucial moment the door is again flung open 
and Dangerous Dan enters. 

Dangerous! 

Dixie! 

Dangerous! 

Dixie! 

Dangerous! 

Dangerous draws himself up, straightens his tie, and 
strides purposefully across the room to Dixie. (He 
grabs her hand and starts shaking it.) 
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Dancerous: Mighty glad to see yah, gal! 

Narrator: Suddenly Dangerous becomes aware that Evil Ellery 
is trying to sneak out the door. He draws a feather 
and challenges him. Evil Ellery tries to escape, but 
Dangerous has his number. (Dangerous pulls out a 
pasteboard number.) After three stabs of the feather, 
Evil Ellery falls to the floor—tickled to death. 


DIXIE: Oh, Dangerous! You were so brave! 
DanceErous: Was I, Dixie? 
DIXIE: Oh, yes, Dangerous! 


DanceERous: Aw, Dixie! 

Narrator: And so a hero receives a hero's reward. 

SINCERE: (Striding across the room and shaking Dangerous’ 
hand) Ah’m mighty proud of you, my boy! 


GoING SOMEWHERE 


The scene is a highway just outside the town. A boy enters 
carrying a suitcase. He sets it down and prepares to get him- 
self a ride to the annual church camp by way of his experienced 
thumb. He sees a car coming and goes into action. No luck. 
Another car or two go by. Still no luck. The second boy enters 
with suitcase. They greet each other and discover they are 
both going to camp. That makes them friends, so they intro- 
duce themselves and shake hands. The second boy has been to 
camp before, and he eagerly tells the first boy some things to 
expect. The first boy asks leading questions. All this conversa- 
tion takes place between cars. Often in the middle of a sen- 
tence they will see a car coming. Standing close together, their 
thumbs in the traditional position, they move in unison. 

Then a third person enters with his suitcase. He is the pastor 
of the church. The boys are surprised to find him hitchhiking, 
but he explains that at the last minute three or four teen-agers 
showed up to go on the bus and he gave them his place. (If he 
is a big man you will get a laugh.) He thumbs with them, all 
moving in unison. He is so stiff and pompous the boys assure 
him he will never get a ride because he looks exactly like a 
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preacher. So they teach him. The cars pass and they “thumb.” 
In between they talk about camp. Then you can tell by the 
slow movement of their thumbs and the frequency of the cars 
that a funeral procession is going by. The pastor says, “Hey, 
this is a funeral. We don’t want to ride with them, do we?” 

An old lady dressed queerly, to put it mildly, appears. She 
carries a market basket on her arm, and she speaks as if she has 
no teeth. She watches the boys for a while, and then the fol- 
lowing conversation takes place: 

Old Lady: What are you doing, boys? 

Boys: (together) Going to camp, Grandma. 

Old Lady: Camp? Well, I’ve “heered” of that place but can’t 
recollect what I've “heered.” 

One boy: Camp is where church folks go in the summertime 
to learn lots and have fun. 

Old Lady: Oh, yes, that’s it. Well, 'm going too. 

She sets her basket down by the side of the boys’ suitcases 
and joins her thumb with theirs. The boys are horrified. They 
are sure they will never get a ride since she joined them. They 
hand her the basket. She sets it down again. Then one of them 
grabs it, runs way down the “highway,” puts it down, and runs 
back. The old lady goes after her basket. Just then a car stops 
on past the old lady. The boys grab their suitcases and run to 
get their ride, almost knocking the old lady down as they go 
by. After a dazed moment, she realizes what has happened. She 
snatches her basket and runs after the boys, calling, “Wait for 
me, boys. Camp, here comes Grandma!” 

(Use the name of your own church camp or assembly in this 


skit. ) 


OPERATION ON HAND 


Characters: a doctor, a nurse (who knows the trick), and a 
patient (a boy who is selected from the audience and who “is 
in the dark”) 


Scene: the emergency room in a medical clinic 
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(Enter the nurse and the patient. She has wrapped a towel 
stained with Mercurochrome or catchup or red cake coloring 
around the boy’s hand.) 

Nurse: Now you sit right here, and the doctor will help you in 
just a minute. (Doctor enters.) Doctor, please attend to this poor 
boy’s hand. I am afraid it is hurt terribly. (The doctor lifts towel 
and examines hand. Shakes his head as if it is pretty bad.) 

Doctor: I am afraid I shall have to do a little light surgery. We 
won't give him an anesthetic though, Nurse, just a hypodermic 
and then blindfold him. That will be sufficient. (They pretend 
to give the patient a shot and really do blindfold him good and 
tight. The doctor instructs him to double up his fist—the hurt 
one. Then, ad-libbing as he works, he bores two holes—with a 
black eyebrow pencil—and makes a “gash” with a lipstick on the 
back of the hand. When he has finished with the “surgery,” the 
back of the boy's fist looks exactly like a face.) 

Docror: Now, Nurse, help me with the bandages. (Together they 
“bandage” the boy’s hand with doll or baby clothes. A cap over 
the fist, a kimono pinned around the wrist, a blanket wrapped 
around all. Of course, the audience is roaring with laughter, and 
the poor patient suspects he is being duped.) 

Doctor: (placing the dressed-up arm of the patient in the crook of 
his other arm) Rock, boy! Rock back and forth to get the blood. 
circulating! 


(Then they remove the blindfold, and boy sees his “baby.” ) 


THrRouGH A MATRIMONIAL BUREAU 


Time: Midmorning 

Characters: Guy Williams—an attractive, youngish-middle- 
aged man when he isn't in disguise; Marie Manning—ditto.. 

Scene: The lobby of a hotel. 


Enter Guy Williams, r.f. carrying a suitcase, cane, and umbrella. 
He looks around the room as if in search of something, stands his 
belongings on the right side of the fireplace, and puts his hat on the 
mantel. He is dressed in the worst possible taste and wears an 
enormous chrysanthemum in his buttonhole. He has an unsightly 
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wart on his nose and wears a wig that makes him appear to be 

partially bald. One leg is stiff. Taken all in all, he is as unattractive 

as he can possibly make himself. From the fireplace he walks to the 
mirror, l.c., surveys his reflection for a moment, then laughs. 

Guy: Man, what a sight! I'm enough to draw tears from a stone 
image! (laughs, then suddenly claps his hands to his nose, and 
puts his face nearer the mirror) Holy smoke! Can this wart be 
coming off? It feels like it! (works with wart on nose) But Jen- 
kins swore by all his stars that it would stick and that no one not 
in the secret would ever guess it didn’t grow there. Good fellow, 
that Jenkins! Always ready to help a chap out of a bad scrape. 
(turns, facing audience so that the mirror reflects a side view 
and laughs again) It’s enough to make a man have hysterics! 
(walks to one of the two chairs and tries to sit gracefully but is 
obliged to make several attempts before he satisfies himself) I 
don’t know which is harder to manage, the cotton batting or the 
ruler bound under my knee. I can’t imagine the woman that 
would be likely to fall in love with a figure like this. (gets up, 
goes back to mirror, and laughs again at his reflection; takes off 
wig, showing nicely arranged hair, fans the top of his head with 
it, then replaces it and returns to chair) You see, (to audience) 
a fellow has got to protect himself, more especially when he gets 
mixed up with a girl through a matrimonial bureau. I think I 
love her. Anyhow, I have told her I do, and I’ve sworn to marry 
her, in case she is willing after having seen me. She'll not likely 
be overenthusiastic, I imagine. (goes to mirror again) Think of 
a girl longing to wed this! But in case I’m not disappointed in 
her, I can easily make myself more presentable. Perhaps, though, 
shell get such a shock that she'll never forgive the deception. 
(looks concerned for a moment, then shrugs his shoulders) Ah, 
well, I must chance it. I can’t run the risk of having a perfect 
fright fall in love with me. (to audience) You see, I’m bound to 
marry her in case she desires it after seeing me. If the photograph 
she sent me flatters her as much as the one I sent her flatters me, 
then I haven't the slightest idea how she looks. (takes out watch) 
She'll not be here for fifteen minutes yet. I believe I'll go out and 
get a cigar. (takes hat and goes out, rf. The door hardly closes: 
behind him when Marie, in horrible disguise, enters, Lf.) 
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Mane: He isn't here! That’s not gallant, to say the least. He ought 
to have arrived first. (deposits suitcase, hatbox, and umbrella on 
left side of fireplace, then discovers Guy's suitcase on other side) 
Oh! I believe he has been here after all! How lovely! (claps her 
hands girlishly, then dances to mirror where she views herself — 
and begins laughing) Did ever anybody look like me? I declare, 
it is a shame to deceive him! But (coming forward and addressing 
audience ) suppose I don't like him the least little bitP Don’t you 
see how much better it would be, in that case, for him to be dis- 
appointed in me? And if I do like him, if I do—oh, how I will 
surprise him! And he will forgive me! Of course, he will! Ill be 
so nice and entertaining that he can't help himself. (dances 
around the room very gracefully, making an odd picture, because 
she appears to be humpbacked) Oh, I forgot my hump! (stops 
dancing and hurries to mirror to see if it is in place) I was afraid 
I had shaken it off! (laughs at her reflection) I wish I could take 
off this horrid bonnet, but if I do, like as not my wig will come, 
too. Oh, here’s a guitar! Wonder who plays it? (takes guitar from 
floor, where it leans against the mirror, and begins to play and 
sing, resting one foot on easy chair in order to support the guitar. 
Her back is turned toward the door, r.f. Guy enters rf. and 
stands just inside the door.) 

Guy: (aside) She sings well! She sings very well, indeed! But— 
but can it be—is she a hunchback? (comes a little nearer) Great 
scott, she is a hunchback! 

Marte: I don’t believe this guitar has been tuned since the year 
one! (turns to replace it and looks into the face of Guy) Oh! 
Guy: (bowing) Have I the pleasure of addressing Miss Marie 
Manning? (lays one finger on the chrysanthemum in his button- 

hole) 

Marte: That is my name. (touching the chrysanthemum she 
wears ) 

Guy: I am Guy Williams. (aside) Isn’t she a regular Katisha? 

Marie: I feared so—I beg your pardon—I thought as much. 
(aside) He must have come from a dime museum. 

Guy: Allow me. (takes guitar from her and returns it to its place) 
I am glad indeed to know that you sing. You have a beautiful 
voice! (aside) I wish I could say as much for her face. 
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Marte: I seldom sing, however, I—I usually have a sore throat. 
(aside) It’s an awful lie, but I can’t allow him to be pleased with 
me. He’s lame! And look at his nose! 

Guy: (placing one of the chairs at c. for her) Please be seated. 
Can you not do anything for the hoarseness? (takes other chair 
at'c:) 

Marie: Nothing, absolutely nothing. It is a result of neuralgia and 
persists in spite of the fact that I have had all my teeth pulled. 
(aside ) He ought to have that wart pulled. 

Guy: Had all your teeth pulled? 

Marie: (showing her teeth) They are false, but I flatter myself 
that they are good imitation. I planned them myself. I'm good 
at planning teeth! Now, these do not have a plate that shows 
every time I smile, and I’ve never choked on them once! (aside) 
There, if that doesn’t settle him, nothing will! 

Guy: (with a forced smile) It’s very interesting, very. I wonder 
that you never mentioned it in your letters. 

Marie: We both seem to have neglected mentioning little personal 
peculiarities that ought, perhaps, to have been mentioned. I can 
see now that one does not get quite the correct idea through 
correspondence. (aside) He wrote lovely letters. 

Guy: Are you disappointed in me? Do—do you want to throw me 
over? (aside) Id like to be thrown over, at least ten miles. 

Marie: Oh, no! No, indeed! (aside) Ill not give him a chance to 
sue me for breach of promise. He must be the one who breaks 
the engagement. (to Guy) You wrote such interesting letters! I 
can never tell you how much I enjoyed them. I think—I fear 
they led me to form an opinion of you that was—well—slightly 
more ideal than the case warrants. (grins at him so foolishly and 
for so long a time that he turns his head in disgust ) 

Guy: (aside) Think of facing that for the rest of one’s days! 

Mane: (aside) He is wilting! If I can do it again, I really believe 
he'll run. 

Guy: IJ—I think it is only fair—only honorable to explain that I 
did not write those letters. I cannot really take praise for them. 
A literary friend who is something of a poet— 

Marte: (rising angrily) Do you mean to say that you got someone 
else to write your letters? 
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Guy: (rising) Why, yes. You see, I—I was charmed with your let- 
ters, and—and, naturally, I wanted to make a good impression. 
(aside) It’s the biggest lie I ever told, but what else can I do? 
I simply won't marry her. 

Marie: And this—this other fellow must have seen my letters! 

Guy: Of course, he went into raptures over them. He—he made 
me quite jealous. (aside) I mustn't let her see that I want her to 
break the engagement. I don’t want a breach of promise suit. 

Marie: Sir, I did not dream that a man could be so dishonorable. 
But I am justly punished. I ought never to have had anything to 
do with that horrid old matrimonial bureau. I hate you! I hate 
you beyond telling! (crosses over to sofa r., sinks down with her 
head on the arm of it, and cries bitterly ) 

Guy: (stands c, with his hands in pockets, regarding her dubi- 
ously) (to audience) I do wish I had been born blind. I like her 
voice, the way she speaks. If I were not obliged to see her, I 
believe I'd be as deeply in love with her as her letters led me to 
think I was. But, oh, how she looks! How she does look! She 
actually makes my teeth ache. (gazes at Marie for a moment in 
uncomfortable silence) I feel like a brute. I suppose I ought to 
tell the poor little thing that I lied about those letters. I will tell 
her. ll trust to my good luck to break the engagement in some 
other way. Miss Manning! (Marie makes no response but con- 
tinues to sob) Miss Manning! 

Marte: (still sobbing) Don’t speak to me. Go ’way. I hate you! 

Guy: (to audience) She hates me. That's satisfactory. (hesitates a 
moment, looking down) That is, it ought to be satisfactory, but 
‘pon my honor, I don’t know whether it is or not. If I'd only 
been born blind! (sighs and walks to r., where he turns and re- 
gards Marie dubiously; Marie still sobs) 

Marie: (raising her head and wiping her eyes) I was a fool to 
come here! I hate myself for it; but—oh, those letters were so 
nice—and—and I never dreamed that men would do such things. 

Guy: (taking a step forward) They don't—all of them! For in- 
stance, I don’t, I—I just manufactured that little yarn. 

Marie: Manufactured that little yarn! What do you mean? 

Guy: Just made it up out of whole cloth. I wrote those letters my- 
self. No one but myself ever saw yours. 
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Mane: (rising and speaking with great dignity) Mr. Williams, 
do I understand you to say that you lied to me about those let- 
ters? 

Guy: (miserably) I—I suppose that’s what youd call it in plain 
English. 

Marie: And for what purpose, pray? 

Guy: (to audience) Now what in thunder am I to say? (to Marie) 
For what purpose? Why—why I presume it was just an asinine 
attempt to be witty. I'm a perfect Mutt about such things. I—I 
never was funny in my life, yet I’ve always tried to be. It is 
heredity, or the stars, or—or—or— (stops, confused because 
Marie has been staring at him steadily during his eager attempt 
to set himself right, and he feels that she does not believe him) 

Marte: (coldly) Mr. Williams, there is no call for prevarication. 
It is a case where the truth would be better. Let me help you out. 
You told that miserable lie with the intention to make me hate 
you. You have succeeded. (Guy sinks into an easy chair, looking 
limp with mortification.) But you really need not have gone to 
such trouble. Your previous deception would have been quite 
sufficient. 

Guy: (looking up astonished) My previous deception! 

Marie: That is what I said. 

Guy: (sarcastically) Will you kindly explain? 

Marte: (who has been walking back and forth across the stage 
quite regally, and totally oblivious to her hump, now turns c. 
and faces him) Will I explain? Certainly, since you request it. 
When you had your photograph taken for me, you very thought- 
fully hired the artist to remove all traces of that—that disfiguring 
wart on your nose. (gazes at him in scornful triumph) 

Guy: (aside) Confound that wart! [Pd forgotten all about it! 

Marie: Your letters told of playing tennis and football. You'd be 
exceedingly active in such games, wouldn’t you? You must have 
a very vivid imagination, Mr. Williams, as well as great knowl- 
edge of the preferences of the opposite sex. No girl would dream 
that a man who took active part in athletic sports might be lame. 
Pardon my rudeness, but remember, you insisted upon an ex- 
planation. (turns to go toward her suitcase but is stopped by 
Guy's voice ) 
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Guy: (rising) Pardon is granted most cheerfully, Miss Manning, 
and if I could bring myself to forget that you are a lady, I might 
remind you of the few slight omissions on your part. 

Marie: (astonished) Omissions on my part! 

Guy: (with a gesture of indifference) Bordering on deception. 
Nothing of importance when coming from a lady. 

Marte: (to audience) What can he mean? (puts one hand to head 
and feels wig) Oh, heavens! My makeup! Id forgotten it. (to 
Guy ) I understand. I really don’t know what to say. 

Guy: I beg you will say nothing. (more gently) I ought not to 
have mentioned it. I am a perfect brute. 

Marie: (covering her face with her arm, like a grieved child) Oh, 
what shall I do? 

Guy: (coming closer) I am sorry. I did not mean to hurt you. I 
forgot myself for a moment, when you were so very hard on me. 
But that is really no excuse; I ought not to have hurt you by 
mentioning that for which you are in no way responsible. Can 
you forgive me? Don't cry any more. Look at me and say I’m 
forgiven. (He attempts to pull Marie’s arm from her face, and 
the wig and bonnet fall back. Guy gazes in amazement. Marie 
looks at him half laughing, half defiant.) 

Guy: May I ask—I—I—do I see correctly? (brushes hand across 
eyes, as if to make sure there is no optical illusion, and in so do- 
ing knocks the wart off his nose. He holds it in one hand awk- 
wardly while he feels of his nose with the other, and stares at 
Marie with apprehension in his face.) 

Marie: (looking closely at the wart) Do I see correctly? (Marie 
backs up to sofa and falls upon it in convulsions of laughter. 
Guy backs up to easy chair and falls into it, laughing still more 
heartily. ) 

Guy: (wiping his eyes) I see it all! 

MariE: (wiping eyes) No, you dont! This (slapping the lump on 
her back) is cotton. You were afraid you wouldn't like me. 
That’s why you did it. (pulls off wig, spectacles, and bonnet and 
lays them on table) 

Guy: And you were afraid you wouldn't like me. 

Marie: What about that stiff leg? 

Guy: Ruler bound under the knee. 
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Marie: Sure? 

Guy: Can’t get it off here, but the knee works all right. See here. 
(gets up and dances around) A man couldn't do that if his leg 
were really stiff. 

Marie: No, I suppose not. Well, good-by! (holds out her hand) 

Guy: Good-by! What for? 

Marie: A man who took such pains to make me hate him— 

Guy: Nonsense! We're even on that. Come here, Marie, we're off 
to the preacher! (They run off stage as the curtain falls.) 


SEEN IN A RESTAURANT 


The scene is a restaurant. A boy and a girl enter. She is very 
definitely the sophisticated type. The boy is, well, just an ordi- 
nary fellow. 


He: Where shall we sit? Over here? 

SHE: No, let’s sit over there by the orchestra. 

(They cross the room and are seated. A waitress enters, carrying 
glasses of water. ) 

He: What do you have today? I'm hungry as a bear. 

Waitress: We have an assortment of good things, but our special 
today is chicken a la king. 

He: What would you like? 

SHE: (scanning the menu) I’m not very hungry, and I’m on a diet. 
Well, let’s see, Ill take a shrimp cocktail, a lobster salad, filet 
mignon, and creamed English peas. For dessert, bring me cara- 
mel pie a la mode with whipped cream and nuts. 

(He, during all this, takes out his wallet and under cover of the 
table begins to count his money. ) 

Waitress: And what would you like, sir? 

He: Bring me a lettuce sandwich. 

(Now, from a huge handbag, the girl draws first one article of 
makeup, then another. She combs her hair, plucks her eyebrows, 
paints her cheeks and lips, all the while looking intently into her 
hand mirror. The boy watches with growing disgust. Finally, he 
calls the waitress and asks for a bowl of hot water. When she 
brings it, he extracts from his pocket a tube of shaving cream. He 
lathers his face and begins to shave. The girl goes on with her 
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makeup. After a while, he, seeing that she has not noticed, speaks.) 
He: May I borrow your vanity for just a moment? 

(She looks up. She is indignant. She snatches things together 
and jumps up, overturning her chair with an angry bang. She 
leaves the room with her head in the air. Just at that moment the 
waitress enters with all the fine food she has ordered. The last we 
see of the boy he is diving into that food with wicked glee, the 
lather still on his face.) 


THe Tam oF HARMONY AND Discorp 


Characters: Mother, Father, Harmony (a cat), Discord (a 
dog), three other dogs, and three other cats. 

Props: A bowl, a sign for the cat—“I am Harmony, the cat,” 
a sign for the dog—“I am Discord, the dog,” and whiskers for 
the cat. 

The scene opens with Harmony and Discord both trying to 
drink milk out of the same bowl. They become angry and start 
to growl and spit. The dog chases the cat off the stage. The 
parents enter as the animals go off. 


FATHER: We've just got to do something about that dog 
and cat. 
Every time we turn around theyre in another spat. 
MOTHER: I guess we should get rid of the cat, or maybe it 
should be the dog. 
FATHER: Oh, dear, we'll have to discuss this more; my 


mind is in a fog. 

(They go off the stage, making gestures that indicate that they 
are trying to come to a decision. Harmony and Discord come back 
on stage.) 

BoTH TOGETHER: It is obvious to me 
That I (pointing to self) should be the one to 
stay; 
I hope that you won’t mind 
When you (pointing to other) have to go away. 
HARMONY: You go get some dogs; 
I'll go get some cats. 
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(Both go off, in opposite directions, and return with three dogs 
and three cats. The cats stand on one side and the dogs on the 
other. Harmony and Discord stand between and in front of them. 
All face the audience.) 

BotH TOGETHER: (to the jury) 


We'd like your opinion on what we have to say; 
Help us make the choice so that (he, she) can 
leave today. 


(Jury members may feel free to bark or meow in agreement or 
disagreement after comments by the characters.) 


DIscorp: 


HARMONY: 


DIscorD: 


HARMONY: 


DiIscorp: 


HARMONY: 


Discorb: 


HARMONY: 


Since you are the lady, Ill have to let you start; 

Be very careful what you say—you may not be so 
smart! 

I'm sure you all realize I keep myself quite clean, 

But when he has to take a bath he usually gets 
quite mean. 

At least when the children play with me they 
never get a scratch, 

And when they throw the ball for me I always 
run and catch. 

But I’ve seen you nip the children’s hands and 
chew their slippers, too, 

And I don’t track mud in the house—not half as 
much as you. 

I'm a fearless watchdog, on watch both night and 
day. 

Of what earthly good are you? All you can do is 
play. 

But here’s what you've forgotten: I'm useful too 
around the house. 

You may run and catch a ball, but you've never 
caught a mouse! 

Don't forget how messy it is when you begin to 
shed! 

Ill bet the housekeeper more than once has 
wished that you were dead. 

Youre more expense to support, you eat much 
more than I; 
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And when you yip and yowl at night you make 
the baby cry. 
Discorp: Who's talking about yowling, you whiny ball of 
fur? 
HARMONY: At least I don't bark all night like a certain mangy 
cur! 
Jury: We all have come to realize our job’s a simple 
task. 
With both of you we sympathize; now please do 
as we ask. 
We wish you'd try to get along, not fight the 
whole day through. 
If you could learn to live in peace they might 
keep both of you! 
HarMony AND Discorp: 
We never stopped to think of that! We could try 
it out and see— 
A friendly dog, a happy cat—what a change that 
would be! 
Thank you for your good advice; you've really 
saved our day. } 
(to each other) And I guess Id really miss you 
if you had to go away. 

(Jury exits. Harmony and Discord go over to their bowl of milk 
and begin lapping it up together. Parents enter, see the cat and dog 
eating together, and are amazed that the two have made peace with 
each other.) 


FATHER: Well, Mother, will you look at that! 

MOTHER: Is that really our dog and cat? 

Bot: We could keep them both if theyll get along 
this well. 


HARMONY AND DiscorD: 
(to each other) And you can bet that from now 
on our life will be just swell! 
(to audience) For happiness, we have found, co- 
operation is the key— 
(shaking paws) It’s got to be both give and take 
for such as you and me. 
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A Hanp Puppet STUNT 


Dress up an arm and fist of a boy and girl—her right one and 
his left. On the back of the girl’s fist paint a lovely face; on the 
back of the boy’s, a man’s face. Put a dress and a white organdy 
apron on the girl’s arm, from her wrist to her elbow. Give the 
boy’s arm the appearance of a man with a white shirt and collar 
and a dark piece of goods about the lower part of the arm to 
suggest trousers. 

The stage? A light frame with a curtain on a table. Cover 
the table with a cloth that hangs to the floor. The boy and girl 
sit behind the table. Their dressed-up arms act before the cur- 
tain. (The boy and girl are not seen at all—only the arms.) Of 
course, the boy and girl read the manuscript, and, by shaking 
the fists and moving the arms, wonderful acting is produced. 


Henry: Hello, darling, you haven't kept dinner waiting for me, 
have you? 

LoveELta: Kept dinner waiting? Kept dinner waiting? It died on 
my hands an hour ago. How long do you think a three-minute 
steak can retain its youth and vigor? 

Henry: Never mind, darling, Mother always had her steaks well 
done. 

Lovetia: Do you think that is news to me? How many times do 
you suppose I have heard about your mother’s steaks? Just about 
three times as much as I've heard about her old gummy potato 
dumplings. 

Henry: But, darling— 

Love.ia: Don't darling me! If you think I’m going to slave in a 
miserable old kitchenette all my life and have you stroll in two 
hours late for dinner, youre mistaken. Two hours ago I had a 
perfect dinner—now a tramp wouldn't lower himself to eat it. 

Henry: Well, I'm sorry, darling, you see I was dashing for the 
5:80 and I met Bill Watson, and— 

LovELLa: You stopped to talk to that miserable, unregenerate 
wretch! 

Henry: But, Louella— 
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Love.La: You promised me you'd never have anything to do with 
that man again. He’s been a bad influence on you for years. I 
suppose he sold you some more whale oil stock. Or was it lots in 
Siberia he sold you this time? 

Henry: Just let me explain. 

LovELia: (crescendo) Explain! I suppose he lost his job again. 
Well, I'm going to have that fur coat no matter what you do for 
your good-for-nothing friends. Do you know where you'll end, 
Henry Perkins? You'll be a bum, too. You wouldn't have a cent 
to your name if it wasn’t for me. An easy mark. That’s what you 
are. 

Henry: (angrily) Now you just look here— 

LovE.ia: (beginning to cry) I'm discouraged with you. We never 
have anything, we never will have anything. We will go to the 
poor house. That's what will happen to us, Henry Perkins. And 
it will be your fault. 

Henry: Now, listen to me! 

LovetLa: College friends, that’s all you've got! Just a lot of lazy, 
borrowing college friends. 

Henry: But, Bill— 

Loveia: Never had a penny. Never will have a penny. 

Henry: Will you keep still? Bill stopped me— 

LovELLA: Just a leech, I tell you. Just a leech, a sponge, a good- 
for-nothing. And you, all he needs to do is to remind you of good 
old Richmond College, and you cry like a baby—forget wife and 
home and everything. You haven't any backbone. I wish I had 
never married you. 

Henry: But Bill stopped me— 

LovELLa: What? 

Henry: To pay me the hundred dollars he owed me, and I was 
bringing it home for your birthday present. 

LoveELia: (rushing over to him) Darling! 


QUARTET AUDITIONING 


Scene I—A voice teacher's studio. The professor is seated 
at his desk. Soon his accompanist enters. He tells her he has 
announced that he will hold auditions and choose a quartet. 
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He is bubbling over with joy and can’t wait for people to start 
flocking in. No one comes, and he begins to get worried. Fi- 
nally he gives up hope. He says to the accompanist, “I guess I 
did make the requirements rather stiff. [ll put another an- 
nouncement in the paper tomorrow and we'll try again.” 

Scene IJ—Same scene, a day later. A man enters and says 
he can sing bass. The professor has him sing. It is so terrible 
the professor can't stand it, and he suggests that the man sit 
down and wait while others are auditioned. A soprano comes 
and he hears her. She is terrible, too, and he has her sit down 
and wait. A baritone comes; he is no better than the first two. 
He also has to sit down and wait. The soprano flirts with the 
bass and the baritone all this time. Finally a sissy-looking boy 
comes in and says in a squeaky voice, “Professor, I can sing.” 
Of course, he can't. The professor decides that since he has four 
people he will try them together and see how they sound. The 
sound is unbelievably horrible. He pulls out a toy cap gun and 
shoots one singer, who falls dead to the floor. He then has them 
sing again, shoots another, has them sing again, and then 
shoots the third one, leaving only the sissy tenor. He tries to 
shoot him, but the little guy smiles so sweetly at him that he 
can hardly bring himself to do it. Finally he manages to pull 
the trigger, then turns to his audience and announces, “I guess 
I'll have to sing a solo for you.” He starts the song and someone 
in the audience pulls out a gun and shoots the professor. 


Not FRIENDLESS 


Scene: A kindergarten where the father has brought his 
young son. A woman is interviewing the father. 


Woman: So this is your little boy? What's his name? 

Boy: John Edward. 

Woman: That’s nice. Now, does he have any older brothers? 
Fatuer: No, he doesn’t. 

Woman: Any younger brothers? 
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FATHER: No. 

Woman: Any sisters? 

FatuerR: No, he’s an only child. 

Boy: (wistfully) But I’ve got friends, 


THe Burnt TRAGEDY 


Time: Late afternoon 
Scene: Kitchen of Mr. and Mrs. Skillets 


(The wife enters, tying on her apron.) 

Wire: (sings to tune of stanza of “Old Black Joe’) 

I will cook prunes, 

I vow I will cook prunes. 

I will cook prunes 

Cook prunes, cook prunes, cook prunes. 

I will cook prunes, 

Let come whatever may 

I say I will cook prunes, cook prunes 

cook prunes today. 

First Neicuspor: (chorus) 

He hates them, he hates them, 

You know how he hates prunes; 

What will your darling husband say 

If you cook prunes? 
Wee: (opening box of prunes and otherwise making preparations) 

I'm going to cook a batch of good old prunes; 

I’m going to cook a batch of good old prunes. 

They'll do him good, 

They ll do him good, I say; 

To eat some prunes will do my husband good today. 
Wire AND NeicHBor: (together in harmony on chorus) 

He hates them, he hates them, 

I know how he hates prunes; 

What will your (my) darling husband say 

If you (I) cook prunes? 

(Interlude of music. Neighbor is distressed. She raises her hands 

to heaven in despair and flops herself in a chair by table. The wife 
is elated. She lights the burner and puts the prunes on the fire. 
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Then throws her head back and takes a stance of triumph. The 
phone rings. ) 
WIFE: (stanza) 

Who can that be? Who's on the telephone? 

Who can that be? Who’s on the telephone? 

Who can that be? Who's on the telephone? 

Who is it? Who is it? Oh, dear who can it be? 

(Second neighbor rushes in singing the stanza the wife has just 
sung. The telephone bell rings on certain beats. The wife finally 
takes down the receiver. The telephone conversation is sung to the 
same tune and consists of two words, yes and no, sung at intervals 
while the neighbors sing. Third neighbor rushes in singing.) 
Tuirp NEIcHBoR: (stanza) 

What do I smell? I smell something that burns. 

What do I smell? I smell something that burns. 

What do I smell? I smell something that burns. 

Oh dear, oh dear, oh dear, oh dear, something that burns. 
SECOND NeEIcuHBor: (chorus) 

She smells it! 
TuHirp NEIGHBOR: 

I smell it! 
Boru: 

We smell something that burns. 

What will her darling husband say when once he learns? 

(Two other neighbors come in excitedly. ) 

FourTH AND FirtH Neicugors: (chorus) 
We smell it! 
SECOND AND THIRD NEIGHBORS: 
They smell it! 
(ALL: 
We all smell burning prunes. 
Oh, let us sing of burning prunes in mournful tunes. 

(During interlude, the Husband enters. He sniffs and strides 
about. Looks in saucepan. Turns angrily to Wife, who is saying 
good-by.) | 
Wire: (stanza) Good-by, good-by, good-by, I must go now. 

No, no, good-by, I really must go now. 
Yes, yes, yes, yes, 
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Oh, no, no, no, no, no, 
Good-by, good-by, good-by, good-by, good-by, my dear. 
(Bangs the receiver in rhythm to her singing) 
Oh wow! 
Huspanp: (strides over to her and yanks her up from telephone 
chair ) 
Youre cooking prunes, why are you cooking prunes? 
Wire: (laughing wildly) 
I’m cooking prunes, why am I cooking prunes? 
HUusBAND: 
You're cooking prunes; I won't eat wrinkled prunes. 
You're always cooking prunes for me, and I hate prunes! 
Aut: (chorus) 
He hates them. 
Hussanp: I hate them. 
Wire: (laughing wildly) 
I know that he hates prunes, 
But prunes are good for husbands, so I cook him prunes. 
(Husband takes off pot lid and points to burnt prunes gleefully) 
Huspanp: (chorus) 
They're burned. 
Neicugors: (all rush and look) 
They're burned. 
Wree: (horrified) 
Oh no, my prunes aren’t burned. 
HusBanpD AND Nercusors: (laughing) 
Oh, yes, oh, yes, oh, yes, they're burned; 
Your prunes are burned. 
Wire: (walks to center of stage as if in a daze of despair and sings 
softly and tragically ) 
My prunes are burned, and now what shall I do? 
My prunes are burned, and now what shall I do? 
My prunes are burned, and now what shall I do? 
Oh, me, oh, my, I could just die— 
That’s what Ill do. 
NeEIcHBOR: (chorus) 
They're burned. 
Huspanp: I’m glad! 
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Wire: (as if to herself) 
That’s what I'll do, I'll die! 
HusBAND AND NEIGHBORS: 
The prunes are burned and she is, too; 
Therefore, she'll die! 
WIFE: 
I'm dying. 
HusBAND: 
Me, too. 
NEIGHBORS: 
Let’s do it all together. 
We'll end the play; there’s just one way— 
Well die together! 
(All fall.) 


5. Evening-length Fun Programs 


IN THE EVENING BY THE MOONLIGHT 


This may be a beautiful out-of-doors program. Choose a 
night when the moon is full. Make it a harvest moon or perhaps 
a romantic June moon. 

Of course, you can use this theme and program indoors as 
well as out. Hang a full moon (facsimile thereof) in your fel- 
lowship hall, and create an atmosphere to match. The theme 
song is “In the Evening by the Moonlight.” 

Now, this isn’t a program planned in detail for you. These 
are merely a few suggestions for you to bring to fruition 
through your own initiative and imaginative genius. 

Moon and star songs are many. A few beautiful and romantic 
ones are “Moonlight Bay,” “Carolina Moon,” “Shine on, Har- 
vest Moon,” “By the Light of the Silvery Moon,” and “Tell Me 
Why.” 

You may use them as instrumental numbers, as vocal solos, 
as duets, as quartets, or as choruses. You may arrange a tableau 
to be spotlighted during the singing of one or two numbers. 
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Have Flora-dora girls act out a Gay Nineties song, “My 
Sweetheart’s the Man in the Moon,” found in any Gay Nineties 
songbook. 

The musical reading, “Ole Mister Moon,” would fit perfectly 
into such a program. It may be ordered from Baker's Plays, 
569 Boylston Street, Boston, Massachusetts. 

Then while they are in the lighter vein, let the group sing the 
sassy little song, “Oh, in the Moonlight.” 


Oh, in the Moonlight 


Oh, in themoon-light, I think I un - der-stand Why 


xd 


Se DC a a 
oe oe -o -o o- a -e -o- 


all the lit-tle bird -ses, All the lit - tle bee - ses, 


Baik ap eo eee 
a rein @ 
o-oo -e& -o- Oi Oe Rs on 


Al- ways go in two-ses, Nev-er’ go _ in three - ses, 


-6-* 
Oh, in’ the moon-light, when I hold some-bod - y’s hand. 


Use a romantic game. Call it “Strolling in the Moonlight.” 
To the music of “While Strolling in the Park One Day,” a gen- 
tleman strolls around the playing space until the music stops 
for a moment. He approaches a lady and bows, offering her his 
arm. When she accepts it, the music begins again and they 
stroll together, paying each other exaggerated compliments. 
The music stops. They separate and each goes to find another 
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partner. Now there are two couples strolling and saying nice 
things to each other. Again the music stops. All separate and 
get new partners and now there are four couples. So the stroll- 
ing continues until practically everyone is on the floor. 

The most effective part of this program may be the closing. 
It can be adapted to fit plans of any activity of the church. The 
jingle, “Star light, star bright,” may introduce plans for the 
coming year. There are many beautiful Scriptures to use, like 
Psalm 8:3:"When I consider thy heavens, the work of thy fin- 
gers, the moon and the stars, which thou hast ordained; what is 
man, that thou art mindful of him? .. .” 

There may be someone who knows about the heavens and 
can point out the wonders and beauty of the stars, giving sci- 
entific facts. There isn’t a more beautiful way to close than sing- 
ing “He’s Got the Whole World in His Hands.” 


Music MENU 


There are so many types of music. Some people prefer one 
type and some another. Why couldn't we plan a delightful 
evening presenting several types? Could we tie them together 
with a loose plot of some kind? Could we bring the program to 
a close by featuring sacred music in which the lovers of all 
other types of music join with enthusiastic appreciation? 

This idea could be the theme for a talent parade. 

Now for the unifying plot. The scene could be the old-fash- 
ioned parlor of Miss Lizzie and Miss Lucy. As the curtains 
open, Miss Lizzie is seated at the piano or organ (the old 
pumping kind), Miss Lucy standing at her side. They are sing- 
ing “Long, Long Ago” or “Just a Song at Twilight,” practicing 
for their part on a community program. Two friends come in, 
apologizing for being late. They are to sing a number with 
Miss Lizzie and Miss Lucy on the program. They “practice” 
and come up with something good from the Stephen Foster era. 
There is a knock at the door. A group of entertainers, country- 
music singers, are admitted. They are on their way to the next 


Evening-length Fun Programs 59 


town to give a concert, but their station wagon has developed 
engine trouble. They want to use the telephone and call a me- 
chanic. They do, and it will be some time before the damage 
can be repaired. And they were hurrying to get to the audito- 
rium to practice a little! Oh, what luck! At the suggestion of 
Miss Lucy, they go out and get their instruments and practice 
right there! 

Sometime later a group of teen-agers comes bursting in be- 
cause they have seen the station wagon with the entertainers’ 
names in big, bold letters. They have heard the music and have 
come in. So the country musicians play another number for 
them. Then the kids comment on it, but personally they like 
the modern up-to-date kind. Three or four of them have a part 
on the same home talent concert that Miss Lucy and Miss 
Lizzie and their group have and are persuaded to do some of 
their numbers. 

Miss Lucy and Miss Lizzie bring in gingerbread and tea and 
serve them all. Someone turns on the radio. Everyone laughs 
as very “long hair” music comes over the air. “Well,” says one, 
“now we've heard it all.” But the music is good. Spotlighted 
on a platform off at a distance is a soloist whom they hear sing- 
ing an aria. When he finishes the number, the spot dims out 
and someone turns the radio off. 

Chimes are heard in the distance. They are the carillon bells 
of the church. This may be a record. 

Then the song leader steps to the center of the stage and 
talks not only to those who have been on the program but also 
to the audience. He says a few words about music, the unex- 
celled and universal language of praise and worship. Then fol- 
lows a period of sacred music, including choruses, gospel songs, 
and hymns. 


THE BEASTS AND THE Bmp 


As the guests arrive, they reach into a grab bag and draw 
out an envelope which contains a picture of a rooster, dog, cat, 
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or donkey. This picture they pin on their lapels or dresses and 
immediately hunt for their home bases. These “homes” are lo- 
cated in the four corners of the hall and are indicated by large 
and appropriate signs and decorations. 

Roost for the Roosters 

Kennel for the Kanines 

Cushion for the Cats 

Dugouts for the Donkeys 

There is a leader for each group waiting at the home base. 
They see to it that their roosters, cats, or whatever they are, get 
acquainted. 

All the members of each group model the beast or bird they 
represent. They may use modeling clay or even chewing gum. 
The best are selected from each group and put on exhibit. 
Judges pin a blue ribbon on the most artistic and realistic work 
of art. 

Each group makes a circle in the corner. The director asks a 
question and then gives a signal to begin. Starting with the 
leader in each circle and going around to the right, each person 
whispers the answer into the ear of his neighbor. When the 
question has been answered around the circle, they clap their 
hands in great applause. First one circle claps, then another, 
and sometimes they all seem to clap at once. The director tries 
to keep up with the swiftest and records the score. As soon as 
one question has been answered, the director asks another. 
Four or five will be enough. They might be: 

What is your name? 
Where do you live? 
What is your phone number? 
Are you married? 
Would you like to be? 
What is your favorite food? 
(Change the questions according to the age group.) 

The director tells the story given below of the Bremen musi- 

cians. Every time he says the word “rooster,” that group crows 
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lustily. When he mentions “dogs,” that group barks. The “cats” 
meow, and the “donkeys” bray. At the end of the story, when 
the leader says, “So the rooster counted three and they all 
started yelling at the top of their voices,” all four groups crow, 
bark, meow, and bray at the same time. 

The director continues with the story. It ends, “So warm and 
full of good food and, oh, so comfortable, they decided to sing 
a little before going off to sleep.” 

The director gives each group a moment to practice quietly 
the song which they will sing in their own bird or beast lan- 
guage. Recognition will be given for the best performance. The 
tune will be “On Top of Old Smoky.” 

One after another they sing. The judges have agreed on the 
following verdict, no matter how the contest comes out. The 
speaker for the judges announces: 

“We had great difficulty in making a decision. The cats were 
so good; the dogs were, too. We have never heard such musical 
crowing. But we have decided to award first place to the don- 
keys, for they sounded the most natural.” 

“Well,” the director continues, “after a refreshing night's 
sleep, the beasts and the birds all felt like playing ‘Musical 
Handkerchiefs.” The leader in each circle has a large ban- 
danna handkerchief in his hand. As music plays, the handker- 
chief is passed around the circle. When the music stops, who- 
ever has the handkerchief must perform some little activity 
like hopping on one foot, clapping his hands, bending his knees, 
etc. Everybody in his circle must do the same thing. Then the 
music begins again, and the handkerchief is passed. There is 
another performance. Do this three or four times. 

See other suitable games in the chapter on active games. 

“After playing, these frisky beasts and birds felt the need of 
some refreshments.” Serve a plate of delicious food. If you have 
a keen, original mind, you may think of something that will 
fit into the scheme of things. Candy corn in a nut cup would 
surely be satisfactory to the roosters. The cats and dogs would 
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probably appreciate a tuna salad, and the lettuce leaf on which 
it is served could, by stretching the imagination, be “grass” for 
the donkey. They could all be “watered” with the same bever- 
age. 

The evening’s fun could end with refreshments. If you 
wanted to, however, you could close with “Our Brotherly 
Love.” 

The director says, “And so they became as brothers—the 
rooster, the dog, the cat, and the donkey. It wasn’t long before 
they were speaking the same language. It was great to hear 
them sing in good old human English. Listen!” 

Join together in a song period of favorites. 

This is the story: 


Once upon a time there was a poor old donkey. He had grown 
old in the service of an ungrateful master. One day he learned that 
his master was planning to do away with him. So he ran away. He 
set out for the town of Bremen. “There,” thought the moth-eaten 
old donkey, “I can be town musician.” 

He hadn't walked far until he met a dog who was dragging along 
with his tail between his legs. “Good morning, dog,” said the don- 
key. “What makes you look so sad?” “Oh,” replied the dog in a 
weak voice, “I am heartbroken because my master was planning to 
kill me because I am too old to hunt any more.” 

“Take heart and come with me,” said the donkey. “I am going to 
Bremen to be the town musician, and you can be my accompanist.” 
The dog liked the idea, and so they walked on together. 

Around noon they came upon a sad sight. An old cat was sitting 
beside the road looking like the last rose of summer. “Good morn- 
ing, cat,” said the donkey and the dog. “What in the world ails 
you?” 

“I am so sad,” said the poor old cat, “because I have had to run 
away from my home. When I was a spry young kitten the family 
loved me. But now that I am old and my teeth are worn down to 
the stumps, and because I just love to sit by the fire rather than 
hunt mice, they have turned against me. They were planning to 
drown me, but I have run away.” 
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“Then cheer up,” said the dog. “I have joined up with this kind 
donkey. He is going to Bremen to be the town musician, and I am 
going to be his accompanist. You understand night music, so why 
don’t you join us?” 

So the cat went along with the donkey and the dog. 

It was getting late in the afternoon when they came upon a 
rooster. He was sitting on a fence and crowing so loudly they could 
hardly make him hear. “Shut up, old timer,” yelled the donkey. 
“Why are you crowing so loudly? You don't even stop to breathe.” 

“Well,” answered the rooster, “I won't get to hear myself for 
long, so I am just crowing full pitch while I can.” 

“What is the matter?” asked the cat. 

The rooster replied, “I am going to have my head chopped off 
tonight because the in-laws are coming tomorrow and the mistress 
wants to serve them tough meat.” 

“Oh, no, Mr. Rooster!” cried the dog, donkey, and cat. “You come 
with us to Bremen. You have such a good voice that you can sing 
with us.” 

So they all walked along together. By nightfall they were tired 
and hungry. Soon they saw a big, brightly-lighted house. They crept 
up close, and the donkey stood on his hind legs and looked in the 
window. “What do you see, old donkey?” asked the others. 

“I see a table loaded with food. I see good sleeping places. But, 
alas, there are a bunch of robbers in there.” 

Then the animals took counsel as to how they could manage to 
drive the robbers away. They had a brilliant idea. The donkey 
would stand up and place his forefeet on the window ledge; the 
dog would jump on the donkey's back; the cat would climb up on 
the dog; and lastly, the rooster would perch on the cat’s head. 

When all were set and the signal was given, they burst into a 
wild yell all at the same time. The robbers were so frightened that 
they fled. Then our beasts and the bird went in and ate until they 
were happy once more. 


PENNY Party 


For something different try a party built around the idea 
that a penny may be worth a great deal if one knows how to 
use it. 
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Create curiosity about the event by clever publicity which 
merely hints at great bargains to be had on the featured night. 
Urge the group to wear comfortable shoes and clothes. 

Provide some enjoyable activities to keep the guests busy 
until all have assembled. Make the activities feature the penny, 
of course. Toss pennies into a bottle or a muffin pan. Work out 
a “scoring” game from information found on a penny. Give so 
many points for certain things: a penny fifty years old, one 
twenty-five years old, a brand new penny, different dates, other 
dates, such as a birthday. You will think of other things. 

When all the guests have arrived, divide them into groups 
of four. Give each group an envelope containing a shiny new 
penny and a map of the church neighborhood. Have a different 
area of the map marked in red for each group. 

Then give these instructions: “Go to the section marked on 
your map. Stay within that area, or youll get into someone 
else’s territory. Go to any house and trade your penny for 
whatever the people will give you. Trade that article at another 
house, and keep trading until your time is up. Be back here for 
refreshments at 8:45.” 

While the guests are out trading, quickly set up and decorate 
tables. Serve refreshments as the guests troop in. As soon as all 
the groups have returned let them take turns displaying their 
“loot” and telling how they acquired it. A homemade loving 
cup filled with candy may be awarded the group that has met 
the most un-co-operative people. 


End the party with a fellowship circle and prayer. 


THe GRAND OLE CHURCH OPRY 


Producer: Introductory remarks ending with, “And now I am 
happy to present Roy Hiccup, Master of Ceremonies for the 
Grand Ole Church Opry.” 

(Applause ) 

Hiccup: Whiffenpoof presents the Grand Ole Church Opry. 

( Fanfare ) 
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Hiccup: Incriminating people everywhere are users of Whif- 
fenpoof. Whiffenpoof, the scent with a mission, is available in 
two convenient sizes—the $2.00 size designed for those who 
travel! And for the home we have the large economy size of 
Whiffenpoof for $3.98. Satisfied customers across the nation 
testify that life smells better since they started using Whiffen- 

oof. 
i One whiff, and poof, youll smell better—don’t you wish 
everybody did? 

QuarTET: Sniff (to the rhythm of “My Bonnie’ ) 

Hiccur: Whiffenpoof has passed the nostril test. Have you? 
And now on with the Grand Ole Church Opry! 

(Applause ) 

Organ, piano, ukes, and “gee-tars” all combine in “hillbilly” 
song. All “talent” is on the stage and keeps time, sings, and 
shouts in typical Grand Ole Opry fashion. Have all the per- 
formers dressed in country music costumes. Almost any avail- 
able talent can be used. 

( Applause ) 

Hiccup: Successful people write us daily that they have gone 
far with Whiffenpoof! Try it—there is no telling how far you 
will go with Whiffenpoof. Whiffenpoof is presented to the 
public as an aid to the leap year project of millions of women 
seeking to be sent—but, ladies, there is no scent like Whiffen- 

oof. 
: Quartet: Sniff (to the rhythm of “My Bonnie” ) 

Hiccur: Whiffenpoof has passed the nostril test. Have you? 

( Applause ) 

Continue with the show, climaxing with a guest star. The 
last feature could be an appearance by Cousin Minnie Pearl 
from Nashville. 

(Have a small bottle of cheap perfume and a fly spray gun 
filled with the same perfume to be used in the opening com- 
mercial. During the commercial and between the various acts 
the spray should be used on audience and performers. ) 
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A CorNADO ) 
(Rhymes with Tornado) 


This evening's program could be as corny as it sounds, or 
it might be only a “twister” (good stuff with a suggestion of 
“corn” ). Here we suggest a program with corny music, corny 
costumes, corny skits and stunts, and corny games. 

The publicity could be made clever indeed with storm and 
“cornado” warnings by radar reported over radio and television. 
Do this for three or four weeks, letting the warnings get more 
and more violent. Of course, the more you play it up the more 
sure you will have to be that you have something to sweep 
the guests off their feet. 

Open with an overture by the orchestra. Orchestra members 
could perform on homemade instruments, such as a washboard 
played by a musician with thimbles on his fingers. Better still, 
let your orchestra pantomime a Spike Jones record. 

Such music may inspire the audience to sing songs like 
“Sweet Rosie O'Grady”: 


Sweet Rosie O’Grady 


Sweet Ro-sie O’ Gra-dy, She was ablacksmithby birth. 


So she went down tothe al-ley, And lay down and died by the yard. 
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or “If I Had the Wings of an Airplane” on page 18. Another 
might be “It’s Love” on page 68. 

The people in the audience lock arms and sway (making 
ocean waves) when the chorus is sung. 

A “cornadic” play could be next on the program. Use 
“Through a Matrimonial Bureau” (page 38), “Tickled to 
Death” (page 34), or “He Ain't Done Right by Little Nell” 
(page 28). If you have a copy of Playtime, you will find two 
corny “mellerdramas” on pages 132 and 147. 

There will be time for more music after the play. Have an 
appropriately dressed girl and boy pantomime the record “You 
and Me Together” (Decca Record 29740). Have another girl 
do Goldie Hill’s record “Ain't Gonna Wash My Face for a 
Month” (Decca Record 9-29602). 

End with a great chorus of the whole audience singing an 
aria from the opera “Fertalizer.” Divide the audience into four 
groups. Choose an old tune like “Let Me Call You Sweetheart” 
or “On Top of Old Smoky.” One group sings only the words 
“rotten tomatoes,” another, “boiled snakes,” the third, “straw- 
berry shortcake,” and the fourth, “rat tails by the dozen.” The 
music director leads with great gusto. He brings in one group, 
or a soloist, and then the great chorus sings again. 

A Cornado makes a beautiful and enjoyable banquet. Let it 
be a “Candlelight and Corn” affair. It can be beautiful as well 
as corny. 

Have it in the fall. Use ears of corn for decorations. Pull the 
shucks back and spray the whole ear of corn with gold paint. 
You might spray some a brilliant red, some deep blue, and some 
bright yellow. Use tall tapers to match the colors of the corn. 
Make attractive nut cups from paper nut cups and shucks 
sprayed in the same colors as the ears of corn. Fill the nut cups 
with candy corn. Cornucopias filled with the flowering tops of 
corn sprayed in the various colors add much to the attractive- 
ness of the tables. 

Here and there on the tables and about the room have items 


It’s Love 


1. if; s love, it’s love, it’s love that makes the world go round; 
2. FES cats, it’s cats, it’s cats thatmake the dogs go round; 
3. It’s girls, it’s girls, it’s girls thatmake the boys go round; 
4. It’s love, it’s love, it’s love that makes the world go round; 


x 4 Cz XA 

It’s love, it’s love, it’s love thatmakestheworld go round; 
it’s cats, it’s cats thatmake the dogs go round; 

It’s girls, it’s girls, it’s girls thatmake the boys go round; 

It’s love, it’s love, it’s love thatmakestheworld go round; 


love, it’s love thatmakesthe world go round; 


it’s 
cats, it’s cats, it’s cats thatmake the dogs go round; 
i it’s girls, it’s girls thatmake theboys go round; 
It’s love, it’s love, it’s love thatmakesthe world go round; 


“Se ; 
It’s love that makes the world’ go __ round. 
It’s cats that make the dogs go round. 
It’s irls that make the boys go round. 
It’s ove that makes the world’ go _— round. 


Sail-ing o’er the o-cean, Sail -ing o’er the sea; 


Sail -ing o’er the Oo - cean and the deep, blue _ sea; 


Sail-ing o’er the o-cean, Sail-ing o’er the _ sea; 


Sail -ing o’er the o-cean and the deep, blue sea. 
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representing certain corn words for the guests to discover and 
list during the meal. A page on the program folder on which to 
list discoveries might be labeled “Cornquests.” Some of these 
items might be a corn plaster, corn bread, a cornerstone, corn- 
starch, cornflakes, a cornet, and a cornucopia. 

You might use some of the following titles for the different 
parts on the program: Invocation, Corngratulations, Cornquest, 
Corn Grinding, Corny Greetings, Corny Story, Singing a la 
Corn, Two Little Ears Full, Cornball Boogie, Shucks Quartet, 
and Canned Corn. 


Corny Story 


The story you are about to hear is corny. Only the names 
have been changed to make it more so. The jokes in this story 
were donated to us by the father of corny jokes—Pop Corn. 

Life Without Fodder 

or 
Life Corn Be Beautiful 
The characters are: Cornelia—young Indian princess. 
Cornlumbus—a traveler. 
Cornwallis 
Chief Standing Stalk—father of 
Cornelia. 

Cornlumbus sailed over the sea in his ship, the Cornfetti. 
He landed in Virginia and decided to explore that famous land 
of Korntucky. As Cornlumbus traveled through the wilderness, 
he came upon a celebration of some sort. After joining the 
group he found out it was the annual Corncob Festival. He 
had arrived just in time for the cornation of the king, Corn- 
wallis, and the queen, Cornelia. And what a queen!! For Corn- 
lumbus it was love at first sight. He had to speak to her. He 
rushed over and said, “Cornelia, you have beautiful silk hair.” 
Cornelia blushed and replied, “Aw, shucks.” Cornwallis couldn't 
take much more of their cornversation, so he soon stalked off, 
smoking his corncob pipe. Cornlumbus burst out singing, “I'm 
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cornfessing that I love you.” Really, it was quite a shocking 
romance. That night Cornlumbus realized there would never 
be another for him, so he had a cornfab with Cornelia’s father, 
Chief Standing Stalk, who incidentally was all ears. And so it 
was arranged to have the wedding the next week. It was a 
fabulous affair. There were three large corndelabras and bas- 
kets of cornflowers. Cornwallis was persuaded to sing “To 
Have and to Hoe from this Day Forward.” He was accompa- 
nied by the famous string quartet, the Cornets. Immediately 
following the ceremony, the couple left for their honeymoon 
in Cornetticut. They drove their Cornvet sports car to their 
little cabin near the town of Cornpatch. 

Each morning they got up and ate their cornflakes. For 
dinner they had corn pudding, corn bread, and gravy—made 
with cornstarch to thicken it. Each night they would sit before 
a blazing fire in the living room, which was odd because they 
didn't have a fireplace. As they nibbled their popcorn they 
dreamed of one day having some little nubbins. In happy an- 
ticipation of that day, they purchased a corncrib. 

The moral of this story is: Never make love in a cornfield 
because there are a lot of ears that will be shocked. 


HAT AND SHOE STYLE SHOW 


Every girl wears a hat of her own creation to the party. There 
is just one stipulation—it must be built from objects from the 
kitchen. Andre of Paree, a distinguished stylist, will be a guest 
and will judge the hats. 

The boys are requested to wear shoes that have something 
different about them. Even bright-colored ribbon laces will be 
acceptable. Fur-trimmed sneakers would probably be a prize 
winner. The widely-known shoe man, Jarmaniski, will judge 
the foot apparel. 

Each person signs the guest book and meets the judges as 
they enter the recreation room. 

A good song leader can make this opening period quite a 


Evening-length Fun Programs 71 


feature! There are any number of good hat songs—‘“Easter 
Parade,” “Put on Your Old Gray Bonnet,” “My High Silk Hat,” 
and “My Hat It Had Three Corners.” Shoe songs are “Blue 
Suede Shoes,” “All God’s Chilluns Got Shoes,” and “Oh, Dem 
Golden Slippers.” 

Now let the group make up a song of their own, using for a 
melody “Where Has My Little Dog Gone?” The girls will write 
the first and third lines, which must end with “hat” and “cat.” 
The boys will make up the second and fourth lines, which must 
end with “shoes” and “blues.” Neither side knows what the 
other is composing. When it is ready to be sung, it will be a 
real nonsense song. It might be as ridiculous as this: 

I bought a beautiful rose-colored hat 
Mama, please throw me my shoes. 

I gave it to Tabby, my little gray cat 
I've got the high-steppin’ blues. 

Girls now take off their hats and put them on display. 

Next, seat the group in a circle and give to all but one person 
a paper sack hat. This individual remains hatless as the game 
begins. When the music begins, the players pass the hats to the 
right. Each player must place his hat on his head before he 
passes it on to the next player. Whoever is hatless when the 
music stops drops out of the game. The leader takes out one 
hat, and the game continues. This is repeated until one person 
remains. 

“A Shoe Story” can be very entertaining. The narrator stands 
to the left of the stage inside the curtain. The curtain is raised 
about twelve inches from the floor. The shoes tell the story, but 
some rehearsal will be needed. 


Music: “Strolling Through the Park One Day” 

Narrator: One beautiful summer day a charming couple met in 
the park for the first time. (A dainty pair of high-heeled shoes 
meet a large pair of men’s shoes. They slow down for a moment 
as they meet, turn slightly as if the wearers were looking at each 
other, then quickly resume their pace and exit.) 
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Narrator: This happened each day for several meetings. They 
would meet, chat awhile on the park bench, then go their sep- 
arate ways again. (High-heeled shoes meet man’s shoes, stop, 
walk over to park bench; the wearers sit down and in a little 
while get up and leave.) 

Music: “It’s Been a Long, Long Time” 

Narrator: But one morning things were different. (Shoes meet 
and stand facing each other close together. High-heeled shoes 
stand on tiptoe once, then twice; then both pairs exit slowly side 
by side.) 

Music: “Wedding March” 

Narrator: Who would have guessed it! (Enter minister's black 
shoes, bridesmaids white shoes, best man’s neat shoes, then a 
wisp of white satin and black trousers.) 

Music: “My Blue Heaven” 

Narrator: Two wonderful years passed swiftly. What do you sup- 
pose had happened to our charming couple? (A baby carriage 
appears, and the same dainty shoes appear behind it, walking 
happily as before.) 

Music: “One Little, Two Little, Three Little Indians” 

Narrator: Now six years have passed. My, how time hurries by! 
(Dainty high-heeled shoes pushing baby carriage with five pairs 
of little shoes following—different sizes to represent different 
ages. ) 


Andre awards a nonsensical trophy to the winning girl. 
Jarmaniski presents the winning boy a shoe trophy. 

Make refreshments good and plentiful. If you have an origi- 
nal idea that fits into the hat and shoe scheme, by all means 
be sure to use it! 


A ReEso.uTiIons WatcH NicHT PArTy 


Resolved: That we, the members of _____-____. Church, shall, 
on the thirty-first day of December, , at eight o’clock in the 
evening, meet at said church for the purpose of bidding farewell 
to the old year and welcoming in the new year with an evening 
of fun, fellowship, and inspiration. 
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Feature the above resolution or a similar one in the church 
bulletin and the church page in local newspapers. Appropriate 
posters may be displayed and clever announcements used in 
Sunday school and other services. 

Crepe paper streamers and bright-colored balloons will be 
adequate decorations. 

The schedule is as follows: 


Resolved: 
To make a joyful noise 8:00-8:30 
To shed our dignity 8:30-9:30 
To relax and laugh 9:30-10:30 
To refresh ourselves 10:380-10:50 


To view with interest 10:50-11:30 
To walk with God into 
tomorrow 11:30-12:05 

Resolved: To make a joyful noise.—This is obviously a song 
period. Distribute mimeographed song sheets of old-time 
favorites, along with nonsense and action songs. Include group 
singing, rounds, and even impromptu numbers by drafted-on- 
the-spot trios and quartets. 

Resolved: To shed our dignity—And what better way to 
shed it than with a period of games! The most satisfactory plan 
for the game period would be for each age group to meet 
separately in its own room. However, you may have them all 
together and play the following games, planning with your 
group and the available space in mind and including all age 
groups in your planning. 

Divide into four groups according to birthdays—those hav- 
ing January-March birthdays in the first group, April-June 
birthdays in the second group, and so on. Explain that every- 
one makes—or should make—New Year’s resolutions. These 
games will bring to mind some resolutions that might well be 
made. 

“I will help my helpmate.” Groups one and three each supply 
three men to compete against a like number of women from 
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groups two and four. Each man is given a piece of thread; the 
first man, a needle and square of cloth. Each woman receives 
a nail; the leader, a hammer and a block of wood. At the signal 
the first man threads his needle, takes two stitches in the cloth, 
unthreads the needle, and passes cloth and needle to the next 
player. The first woman drives her nail into the block of wood 
and passes wood and hammer to the second player. 

“I will not gossip.” This is a variation of the familiar game 
of gossip. Each team sends one player to the leader to be told 
a word. He returns to his group and whispers to the next player, 
not that word, but an associated one. For instance, “church” 
may bring to mind “mouse,” “pastor,” “Sunday,” or “Bible.” 
Each player in turn passes on a word brought to mind by the 
one he heard. The last player tells the word he received, and 
the leader relates the starting word. 

“I will learn to co-operate.” Four young married couples 
from each group form two teams for this relay. Each team is 
given a hoop made of one and one-half yards of elastic. At the 
signal the first couple from each team runs to the goal with 
hands clasped. They slip the hoop over their shoulders and run 
back to the line where they hand the hoop to the second cou- 
ple, who carry it to the goal and repeat the performance. 

“I will learn to pay nice compliments.” Each group selects 
a player to receive instructions from the leader. Instructions are 
to select from the group the individual who best fits the leader’s 
requirements, as the boy with the shortest “crewcut,” the boy 
with the most freckles, the woman with prettiest gray hair. 
Each group leader has his choice stand, and game leader selects 
winner from those four, Each winner scores one point for his 
group. 

“I will put my playthings away.” Four older children from 
each group form two teams. Seven players on each team are 
“playthings” and sit or kneel on the floor. The other player 
stands behind the goal facing his team. At the signal he runs 
to his team, takes the hand of one “plaything,” and runs with 
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him to the goal, where the “plaything” kneels. As “playthings” 
are collected, they kneel in a circle, clasping hands. The first 
team to complete the circle with the runner in the center wins. 

“I will not argue.” This is a debate on the subject, Resolved: 
Men are more vain than women. The affirmative is argued by 
four young women, one from each group; the negative by a 
like number of young men. 

Other resolutions that might be included if time permits are: 

“T will learn to be creative.” Create hats from crepe paper, 
dolls from spoons and paper, or models from chewing gum or 
pipe cleaners. 

“I will learn to be dramatic.” Play some form of charades. 

“I will learn to wear make-up attractively.” Four teen-age 
boys apply makeup to four teen-age girls. 

“I will study seriously.” Play a pencil and paper game in 
which players are allowed to view objects on a table, then must 
write from memory what they saw. 

“I will learn to be on time.” “Prince of Paris” or “Rhythm” 
(page 27) will help emphasize the importance of being on 
time. . 

Resolved: To laugh awhile.—Fill this hour with stunts, skits, 
special musical numbers, or readings. These will need to be 
worked out beforehand under the direction of a competent 
committee chairman. Ask several departments of the church 
to be responsible for one stunt or other presentation of talent. 
Stunts and skits could feature some of the highlights of the 
year in your church. 

Resolved: To refresh ourselves.—To eat or not to eat is one 
argument in which everyone will take the affirmative. Serve 
sandwiches, potato chips, cookies, and cocoa or coffee. 

Resolved: To view with interest—Use this period as a mood 
shifter for the group. The entertainment part of the evening is 
now over, and you are building toward the worship part of the 
service. With this in mind, select a film that will accomplish 
this end. Appropriate films and filmstrips can be secured from 
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your denominational book store. The length of the film may 
make it necessary to adjust the time schedule for the rest of 
the evening’s activities. 

Resolved: To walk with God into tomorrow.—This is the 
high point of the evening. Begin with a ten- or fifteen-minute 
period of song and testimony, using hymns that carry out the 
theme of following Christ or of walking with him. “Follow On,” 
“Heavenly Sunlight,” “Oh, for a Closer Walk,” and “O Master, 
Let Me Walk with Thee” might be used. 

“My God and I” would be an appropriate musical number 
before the devotional message by the pastor. His talk should 
follow the theme of walking with God into tomorrow. 

Two or three minutes before midnight begin the responsive 
reading of Psalms 26:1-3; 143:1, 7-12. (Mimeographed copies 
of these verses, arranged as a responsive reading, should be 
distributed at the beginning of the worship period.) Close with 
silent prayer while the organist plays softly “My God and I.” 


Post LEAP YEAR ACTIVITIES 


In announcements use the letters PLYA. 

As guests enter, tag them with a piece of colored construc- 
tion paper, attempting to have the group evenly divided. Have 
signs in four sections of the room for the groups. 

Pink for Proposal 
Red for Sweethearts 
White for Brides 
Black for Mourners 

The master of ceremonies begins the party by welcoming the 
guests to the Post Leap Year Activities Party, reminding them 
that just because leap year ended on December 31, it doesn't 
mean that all leap-yearish activities did. 

During leap year, boys are in the habit of getting away from 
lemons (sour girls), and the next three years the girls resort 
to the same practice. Now we want to see which group has had 
the most experience. 
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Lemon Relay.—Each group lines up in chairs (people are 
seated). Two of the groups should face each other, and the 
other two groups face each other. Give the person on one end 
of each line a lemon. At the signal he will pass the lemon to the 
next person, who in turn passes it on, etc. Each person must 
touch the lemon. When the person on the other end gets the 
lemon, he gets up and starts running toward the head of the 
line. As soon as he moves, the person next to him slides into his 
chair, and so on until the head chair is empty. As soon as the 
head chair is empty, the player with the lemon sits down, 
passes the lemon, and all follow the same procedure. The 
group which first returns to the original seating position wins. 
Give them the lemons as a prize. 

The master of ceremonies explains that it isn’t all “getting 
away during leap year. Some people develop the habit of 
“spooning,” and we want to see which group can best handle 
that. 

Spoon Relay.—Four rows of players line up in the same 
manner as before, standing this time. At each end of each group 
place a chair. On one of the chairs place four spoons. Each 
person in line grasps with his left hand the right wrist of the 
person to his left, leaving the right hand of each person free. 
The leaders at opposite ends of the opposing teams, at the 
signal, start passing spoons, one at a time, down their respective 
lines. The right hands only can be used, and the line must not 
break its hold anywhere. If a spoon drops, to avoid breaking 
grips, the whole line must stoop while it is picked up. When all 
four spoons reach the opposite end from the start, they all must 
be passed back, one at a time. The side able to pass the spoons 
down and back first wins. 

Have guests go to their respective groups. 

Old Maids.—Alas, even after leap year some old maids are 
left. Ask each group to select one boy to be their old maid. Give 
each group some old clothes and makeup, and have the group 
dress the boy as an old maid. Don't allow much time. As soon 
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as all four are dressed, have them line up in front of the group, 
and ask each group to send an escort for their old maid (an- 
other boy). Send the four “couples” out of the room. Call the 
couples in one at a time, and as each couple comes in explain 
to them that this really isn’t leap year and the boys want to 
give the old maids a big thrill. So the escort must propose to 
the old maid. The proposals should be dramatic, but brief. Call 
in the other couples one at a time. 

During this entertainment, the necessary persons for a skit— 
meeting of the HUB sorority—can be out preparing for it. 
As soon as the last proposal is over, set the stage for the per- 
formance. 


The HUB Sorority Meets 
(House of Unclaimed Blessings) 


Characters: 
Sister Patience —President 
Sister Anxiety —Secretary 


Sister Overanxious —Chairman of Scheming Committee 
Sister Perseverance—Chairman of Hopeful Committee 
Sister Meticulous —Chairman of Requirements Committee 


PresiwENT: The House of Unclaimed Blessings will now come to 
order. Let us stand and sing our theme song. 
Music: “I’ve Been Workin’ on the Railroad” 
We've been looking for a husband 
All these many years; 
We just want a good old husband 
To dry our spinsters tears. 
We ain't got no qualifications, 
Any man will do; 
We don’t want to be an old maid 
All our long life through. 
PresENT: We will now have the reading of the minutes of the 
called meeting held last week. Secretary Sister Anxiety, will you 
read, please. 
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SisTER ANXIETY: The dear, sweet, hopeful members of the HUB 
sorority gathered in the club room on for a called meet- 
ing which was designated a “Comfort Conclave.” The year is far 
spent, and such called meetings will of necessity be often. The 
meeting opened with the sorrowful singing of the sorority song, 
“We've Been Looking for a Husband.” The roll call, answered 
with yes or no, revealed that not a glimmer of a proposal had 
been sighted. The individual reports offered no ray of hope what- 
soever. 

So low were the spirits of the Unclaimed Blessings that no 
plans were formulated, no strategies studied! With fingers crossed 
and rabbit feet displayed in the secret sign of the sorority, the 
HUB separated in silence, and each went her dreary way. 

Submitted in gloom, 
Sister Anxiety 

PRESIDENT: Are there any additions or corrections? If not, minutes 
will stand approved as read. Now, the secretary will call the roll. 
Please answer with the kind of man you desire. 

(The roll is called, and the members respond.) 

Sister Overanxious—Tall 

Sister Perseverance—Young 

Sister Meticulous—Handsome 

Sister Patience—Any kind 

PRESIDENT: And now, my sisters, I feel that I should be severe with 
you concerning your conduct at the disgraceful called meeting 
just reported in the minutes. Let us never be guilty of such a 
defeated attitude again! While there is life there is hope! From 
your faces I can tell that things are different with you today. 
Your reports will be on a higher level and filled with optimism. 
You have been encouraged; I have been encouraged. I shall give 
my report first. It is short but sweet. Tee hee! 

The butcher smiled at me so sweetly and significantly as he 
weighed the meat for my cat yesterday. 

SistER Meticutous: (thrilled) Oh, one day the first of the week 
as I was walking down the street I met the nicest looking gentle- 
man, and he smiled and tipped his hat, and (blushes) I turned 
around to look at him—and he was turning around, too (giggle). 

SISTER PERSEVERANCE: I haven't much to report this week, but I did 
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hear that one on the eligible list had been feeling a little under 

the weather, and I sent him a get-well card with such a tender 

message in it. 

SISTER OVvERANXIOUS: Oh—it was so romantic! (giggles and 
blushes) Just day before yesterday I was working in my flower 
garden, and the eligible gentleman from down the street came 
by on his stroll—he comes at the same time every day. He mo- 
seyed over and looked at my flowers. It was so exciting! As we 
chatted I took off my bonnet and accidentally dropped it. He 
picked it up and put it right in my arms. I just nearly melted! 
Oh, he’s so wonderful— 

(All look at Sister Anxiety who is to give her report next. She 
bursts into tears. All the others rush to comfort her. She finally 
dries her tears and confesses with embarrassment that she hasn't 
anything encouraging to report. Nobody loves her.) 

PRESIDENT: Let us have the reports of the standing committees. 
First the Scheming Committee, of which Sister Overanxious is 
chairman. 

SisTER Overanxious: The Scheming Committee recommends that 
each sister of the HUB send a copy of a poetic letter to at least 
five eligibles. The letter has already been prepared. I shall read 
it to you. 

My dear and most respected friend 

I hope I shall not you offend, 

By what I am about to say. 

I beg of you to look my way. 

I think I am just what you need 

So please, dear sir, just give me heed. 
Please notice first how nice I look, 
Youll find that I can also cook. 

I think I'd like to spend my life 

By your dear side as your sweet wife. 
Please let me know without delay 
Just what your heart prompts you to say. 
If yes please send to me a ring, 

If no you could not do a better thing 
To break my heart and kill my hope 
Than send to me a nice, strong rope. 
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From one who wants to be your missus. 
Schemingly submitted, 
Sister Overanxious 

Preswent: All who are in favor of adopting this beautiful report 
let it be known by saying “he.” (All answer with a lusty “he!” ) 
And now the report of the Hopeful Committee by Sister Perse- 
verance. 

SISTER PERSEVERANCE: The Hopeful Committee recommends that 
the prospects on the church roll be studied carefully for the for- 
tieth time and that we take a census. The Hopeful Committee 
further recommends that the pastor keep his eye open for a 
single assistant pastor, that the Educational Director be fired 
and a single one installed, and that we try to persuade the min- 
ister of music to resign so that a single one may be employed. 

Hopefully submitted, 
Sister Perseverance 

Present: All who favor the report let it be known by saying 
“him.” (All respond with a loud “him!”) Now let us hear the 
report of the Requirements Committee by Sister Meticulous. 

SistER Mericutous: After careful study of the present require- 
ments, namely, that the prospect be male, sane, and over twenty- 
one, we hereby recommend that the requirements be changed 
to read as follows: That the prospect be male. 

We further recommend that since Sister Patience is the oldest 
member of our order, she be given first chance at any prospect. 
Longingly submitted, 
Sister Meticulous 

PreswwENT: All who favor the report say “a man.” (They say it with 
gusto. ) 

PRESIDENT: And now let us stand and give our lucky sign. (Work 
out some “abadaba hocus pocus” ceremony using crossed fingers 
and rabbit feet.) Before we go marching forth, let us give our 
“Battle Cry.” 

On the warpath, sisters! 
Forward to your goal! 
Neer lose heart or courage 
As swift seasons roll. 
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Somewhere in the future 
Someone waits for you! 
Patience, then, my sisters, 

As you seek the clue. 

Let us part with happiness. 
Let us go with joy. 

Spirits high and hearts aglow 
Sing, “A man!” “A boy!” 

Let that be your slogan, 

Let that be your sign, 

“A man!” “A boy!” “A boy!” “A man!” 
The prize will soon be thine! 


(Sisters of the HUB go marching out) 


Before, during, and after leap year, whether we leap or not, 
we like to sing. Let the group sing two or three love or crazy 
songs and then two or three choruses. Close with a friendship 
circle. 


Merrity Go Rounp 


The invitation reads as follows: 


A party set to music— 
Tra-la! Tra-la! Tra-lee! 

Merrily go round to this shindig— 
Fiddle-di-di! Fiddle-dee-dee! 

Don't wag along your troubles— 
Tra-la! Tra-la! Tra-lee! 

Just bring your “happiness bubbles’"— 
Fiddle-di-di! Fiddle-dee-dee! 


Since the program will all be given “in the round,” have the 
chairs arranged that way. If the crowd is small, have a single 
circle; if the group is large, make it two or three chairs deep. 

The mood of gaiety with a definite musical touch is what you 
want to create. A decorating committee with an artistic and 
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imaginative turn can bring this about. Here are two or three 
suggestions to start the “think” wheels turning. Use “jillions” 
of big notes and other musical symbols made of colored con- 
struction paper. “Happiness bubbles” are clusters of balloons 
here, there, and everywhere about the social hall. Discarded 
ukeleles or saxophones or other musical instruments make the 
most appropriate vases in which to arrange flowers or greenery. 

Merrily Go Round.—Give each guest, as he arrives, a card 
and pencil, a numbered tag, and a paper bag large enough to 
cover his head. He pins the tag to his coat, tears holes in the 
bag so that he can see when he pulls it over his head, and is 
ready for business. He goes around recording the names and 
numbers of those he believes he knows, at the same time trying 
to keep his own identity from being discovered. When the 
checkup is made of numbers and names, the winner, of course, 
is the one with the longest correct list. 

Merrily Go Marching Round.—All are seated in a circle. Two 
to four men (according to the size of the group) are chosen 
as captains and go to the center of the circle. The music used 
is “March of the Wooden Soldiers,” played in medium tempo. 
As the march is played, the captains march wooden-soldier- 
style around the inside of the circle. When the music stops, 
each one goes to someone in the circle, bows, and turns around 
for the new player to place his hands on the captain’s shoul- 
ders. When the music begins, around they go, stiff-legged, until 
it stops again. Then the teams of two approach another person 
in the circle, turn around, and annex this one. Finally there is 
quite a string of soldiers attached to the captain. Each captain 
then attaches himself to the end of another captain’s line until 
there is one long line marching, They end up in a huge circle 
and ready for the next game. 

Merrily Go Round the Rug-ged Trail—Have small rugs 
scattered here and there about the room outside the line of 
marchers. The circle marches as in the previous game until the 
music stops, and then they break ranks and dash for a spot on 
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the “rug-ged trail.” If there isn’t room on one rug, they run for 
another. The catch is, there just isn’t enough standing room on 
those rugs for everyone to get both feet on. They try desper- 
ately, but somebody has to be left off. Those unfortunate ones 
are out of the game. The rugs are removed one by one as the 
standing room decreases. Finally there is one little rug and 
many people. Those who can stick on with both feet are as- 
signed parts in a drama to be given a little later “in the round.” 

Merrily Go Round with Daisy, Johnnie, or Margie.—Guests 
are seated in a circle. If the circle is small, use one sheet of 
paper and one song. If large, start three sheets around. The 
first guest writes the first word of the song which has been 
chosen and passes the paper to his neighbor, who writes the 
second, and so on around until the song is finished. There must 
be absolutely no coaching. If a player cannot remember the 
word, he writes his name in place of it. Finally, the completed 
song is given toa person who sings it just as it is written. A part 
of the song might go something like this: 

It won't be a Browning marriage, 
I can't Smithson a carriage. 

Merrily Go Round and Be Lucky.—This feature should pop 
up every now and then throughout the evening. Certain places 
in the room have been written down secretly as “lucky spots.” 
Suddenly the leader will say, “Stop where you are! The fol- 
lowing people are lucky because they are standing (or sitting) 
on lucky spots.” Then he will call out the places. They might 
be standing within two feet of the fireplace, sitting in the plat- 
form rocker, or touching the table. The lucky ones will hurry 
to the kitchen for a taste of something previously decided upon. 
The next time the “stop where you are” call comes a new list 
is read. 

Drama in the Round.—That last rug-full of people in the 
previous rug game now present a skit “in the round.” Use one 
of Larry Eisenberg’s skits in The End of Your Stunt Hunt or in 
Skit Hits. 
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Merry Song Rounds.—A music leader takes over after the 
dramatic saga and leads in a merry time of singing. Use all the 
familiar rounds. 

Eat and Be Merry.—Let all go round the refreshment table, 
helping themselves to “food in the round”’—open-face sand- 
wiches, cut round spread with cream cheese, and topped by 
slices of olives; jelly rolls; and coffee. 

Merrily We Roll Along.—tThis, of course, is an appropriate 
way to say, “The end.” You can preface it with one beautiful 
sacred song and a brief prayer. 


A “PLAY-LIKE” PARTY 
The invitation reads: 


“Play-like” is a magic word! 
It changes everything. 

A stick becomes a prancing horse, 
And I become a king! 

Let's spend a summer afternoon 
In “Make-Believe-It Land.” 

Play like the most amazing things— 
Have fun “to beat the band.” 


Let the children “lend a helping hand” with their own party 
by bringing some of the “props.” Several stick horses will be 
needed. An old broom or mop handle is just the thing. Milk or 
soft drink bottles will be play-like pigs in one of the games, so 
ask the boys and girls to bring one bottle with them. 

Some cool, shady, outdoor place will be the ideal party spot. 
A near-by park or somebody's roomy back yard may “fill the 
bill’ exactly. No decorations are needed. 

It will be a very good idea to “hitch” the stick horses and put 
up the “pigs” until time to use them. 

Keep the early ones busy with play-like golf. Have several 
bean bags ready. The children toss them into cans, buckets, 
baskets, and boxes planted over a short course. 
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The Pony Express.—Play like we deliver the mail as they 
did a long time ago in the West. Divide into two sides, and 
mark off two parallel trails over which the pony express riders 
will travel. Designate the goal at quite a distance away. Station 
five riders with their “horses” at regular intervals along each 
trail. The number one rider on each side straddles his horse 
and takes the mailbag in hand. At the signal he gallops away. 
When he comes to the first relief rider, he stops and hands over 
the mailbag. This rider then springs on his horse and gallops 
onto the next in line where he in turn hands over the bag. So 
on the pony express riders go until they reach the goal. They 
deposit the mailbag and start back over the trail. Each rider 
stops at his own station, and the one waiting there rides on. 
The side to complete the round trip first is declared winner. 

Detectives.—Let’s play like we are learning to be detectives. 
We must learn to recognize voices. The group is in circle forma- 
tion. The first detective takes his place in the center and is 
blindfolded. He is given a pointer (a stick will do). The chil- 
dren, with joined hands, move to the right, singing some 
familiar song such as “Here We Go ‘Round the Mulberry 
Bush.” At the command, “Stop where you are!” the singing and 
the moving stop. The detective in the center points to someone. 
That one sings part of the song. He may disguise his voice if he 
wishes, and the detective makes a guess as to his identity. If 
he guesses correctly, the one singing has to be the detective. 

Circus Parade.—Let’s play like we are watching a circus 
parade. The group forms a circle. The adult game leader whis- 
pers to each child or group of children the name of the animal 
to be represented in a circus parade. Let each perform and the 
others name the animal. Suggestions are prancing horse, ele- 
phant train, performing seal, giraffe, trained dogs, and lions 
with trainer. 

Poison Bird.—Let’s play like this knotted towel is a big 
poison bird. “It” stands in the center of a circle. The leader 
throws the knotted towel to someone in the circle, who im- 
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mediately throws it to someone else, for he doesn’t want to be 
“poisoned.” “It” tries to touch a person while he has the towel. 
If he succeeds, that person gets in the center, and the former 
“it” takes his place in the circle. The game becomes more and 
more exciting as the poison bird flies quickly from one person 
to another in the circle. 

Driving Pigs to Market.—Let’s play like these bottles are 
pigs and we are driving them to market. Place the “pigs” on a 
starting line (bottles lying in rolling position). A child behind 
each bottle holds a stick (one of the broomsticks). At a signal 
they start pushing the bottles toward the goal. Often these 
play-like pigs become unruly and do not head in the right 
direction. The one who succeeds in getting his pig to market 
first is the winner, of course. 

Serve lemonade and cookies for refreshments. These are old 
stand-bys but have proven through generations to be the most 
refreshing summer treats in the world. 


6. Guaranteed Races and Relays 


SQUARE RELAY 


Eight to twelve people are seated in chairs without arms on 
each side of a square. There is one chair in the center of the 
square. (The circled dots in the diagram are the leaders of the 
sides. ) 
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At a signal each leader hurries to the center chair and goes 
around it and on to the last chair on his side (follow on the 
diagram the route of A). The last chair is vacant because as 
soon as the leader left his place, everybody on his side slid up 
one chair. Thus number two is now number one. As soon as 
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number one sits down, number two hurries around the middle 
chair while his side does the sliding act again, leaving the last 
chair vacant for number two. Now number three is on his way. 
There is a constant running and sliding. The side that has the 
original leader back in position and everybody seated in the 
order in which they began wins. 

Now play it again with this variation: Give the leader on 
each side a ball or some other object. When he sits down in 
the last chair he passes the ball down the line to the first one 
waiting to run. This one cannot run until he gets the ball. Each 
man on the side must handle the ball. The procedure is the 
same as above. The only difference is that the one occupying 
chair number one cannot leave until he gets the ball. 


CrrcLE BALL 


The group forms two circles of equal size. One circle is at 
one end of the room and one at the other. 

A ball and a captain will be needed for each circle. The 
captain holds the ball. 

At a signal the captain (number one) of each circle passes 
his ball across the person on his immediate left to number three 
(the person to the left of number two). Number three passes 
it back to number two, who passes it across number three to 
number four. Number four passes it back to number three, who 
passes it to number five, who passes it back to number four, 
who passes it to number six, and so on around the circle, across 
and back, across and back. When the ball reaches number one 
again, he calls out “one,” and around the circle goes the ball 
again. The circle completing the third round first wins. 

Try bouncing the ball across and back instead of passing it. 


PERSONAL SCAVENGER HUNT 


The players form two parallel lines facing the leader, who 
stands at one end of the room between two chairs—one chair 
for line one and one for line two. 
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The leader has a list of articles for the personal scavenger 
hunt. He calls out the first article, and number one on each 
line (who is the captain) dashes up and down his line to see 
who has this article in his possession. Then he runs to the chair 
at the head of his line and places it there. The first captain to 
place the article on the chair scores a point for his side. 

At the end of the game the scores are totaled, and if one 
side was able to find more articles than the other, they get 
extra points for each of the articles. 

A list might be something like this: a penny, a class ring, a 
girl’s shoe size 6%, a pair of cuff links, a bobby pin, a tie clasp, 
a car key, a ten dollar bill, a pocketknife, and a gray hair. 


A JuNE HONEYMOON RACE 


This is a dramatic relay. The group is divided into two equal 
sides. Each side will furnish a wedding party, all members of 
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which plan to go on the honeymoon trip. Before choosing the 
wedding party, however, it is necessary to set up the two 
“honeymoon hotels.” 

As you arrange the set, say, “This chair represents the re- 
volving door to Hotel Gold. This chair is the revolving door to 
Hotel Silver. This chair is the desk in Hotel Gold, and this 
tablet and pencil on the chair are the register. And this chair 
is the desk in Hotel Silver with the register on it. Now over 
here is the elevator in Hotel Gold.” (Draw a large x on the 
floor.) “And this is the elevator in Hotel Silver. Up ten floors 
is the honeymoon suite. Gold side, send me an elevator girl. 
Silver side, send me an elevator girl, and I will show the girls 
how to work the elevators.” (The girls are chosen and sent to 
stand on their cross-mark elevators. ) 

“When your party has all gathered around you, count 1-2-8- 
4-5-6-7-8-9-10, and you have reached the correct floor. When 
all of them are aboard to go down, all you do is count 10-9-8-7- 
6-5-4-8-2-1 and you are on the street floor. Now, just remain 
at your elevator while we instruct our clerks. Let each side 
send me a desk clerk. Sit in your chairs holding your registers. 
Now, to complete our hotel setup we need a bellhop for each 
side.” (Two gentlemen are chosen). “Now, you stand just out- 
side your revolving doors and wait.” 

“Now, for the wedding party. Each side, choose a bride. 
Bride, select your husband. Also, choose your maid of honor. 
Husband, choose your best man and a preacher.” (And so you 
name as many as you please for each party.) “Now, let each 
party line up on the starting point, which will represent the 
curb across the street from your hotel. The thing you must re- 
member is the line-up. You must remain in the formation you 
are now in. When the signal is given, each bellhop darts across 
the street, takes the suitcase that is between his bride and 
groom, and hurries back, followed by the party. One by one in 
proper order they go through the revolving door (around the 
chairs ). One by one they stop at the clerk’s desk and write their 
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names in his book (Not their real names, but “bride,” “groom,” 
etc.). Then they hurry to the elevator. 

“When the elevator girl is sure that all of the party are in, she 
counts to ten. Then the bellhop hurries to the suite, which for 
the gold group is here (designates a spot) and for the silver 
group is here. In the proper line, the members of the party 
hurry after the bellhop. Each touches the place and then turns 
around three times. They are examining the room and find it 
distasteful. So, led by the bellhop, they race back to the ele- 
vator, which descends as the elevator girl counts backward 
from ten to one. Each pauses long enough at the desk to 
scratch his name off and then goes out the revolving door. The 
side that is first lined up at the curb in the original order with 
the bellhop back at his place is winner.” 


THE BuRGLAR 


This is another dramatic relay. Two teams are needed. The 
leader explains as she works. “There are two homes, side by 
side. They are built exactly alike. The same size family lives 
in each, and exactly the same frightening event takes place on 
the same night. 

“This is the front door (places two chairs to make entrance _ 
between). This is the dining room where the burglar steals the 
silver (paces off space for dining room). This is the circular 
stairway leading to sleeping quarters upstairs (places a chair 
around which the players are to run). This is the bedroom 
upstairs where Mother and Junior are asleep (paces off space). 
These chairs are their beds. This is the bedroom where 
Grandma sleeps (space). This is her bed (places chair). Now 
out here, which is several blocks away, is Father's office where 
he is working late (indicates spot to one side). And here is the 
city hall and jail where the cop awaits a call (indicates spot). 

“Now, let us select the cast from each team. Send me a 
burglar. (A burglar is sent from each team and stationed at 
his “stealing place,” his back toward the door.) Send me a 
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mother and a junior. (They sit on the chair-beds.) Send me 
a grandma. (Grandma sits on her bed.) Send me a father. 
(Father goes to his office.) Send me a cop. (He is stationed at 
city hall.) 

“Now, when the signal is given, this is the action that takes 

lace: | 

“The burglar gives a loud sneeze, which wakes Grandma. 
She listens as she counts ten. Then she runs down the stairs 
(goes around the chair three times). She sees the burglar and 
runs back upstairs (circles chair three times). She shakes the 
mother awake with three shakes and whispers, “Burglar.” 
Mother reaches out to an imaginary phone and calls ‘6-54821.’ 
The father answers, ‘Hello. Mother says, ‘Burglar.’ Father says, 
‘Bring Junior and Grandma and come here. Then as Mother, 
Junior, and Grandma go down the circular stair one behind the 
other and rush to the office, Father calls the police on his 
imaginary telephone. 

“The policeman answers, “Hello, at once. Father says, “Bur- 
glar.’ Police asks, “Where?’ Father says, “123 Magnolia.’ Police 
says, Meet ‘cha there. Then Father runs from his office, and 
police runs from city hall to the house. Cop says, ‘Reach.’ Bur- 
glar reaches. Cop says to Father, ‘Frisk him.’ Father pats shoul- 
ders, hips, and knees of burglar, as he says, ‘Shoulders, hips, 
knees, clean.’ The Cop ties the burglar’s wrists with rope from 
his pocket, and away they hurry to the city hall, while Father 
runs to his office and calls, ‘Mother, Junior, Grandma.’ Then 
they rush back to the house, one behind the other, and up the 
circular stair (three times). Grandma goes to her room, sits on 
her chair-bed, and starts snoring. Father and Mother sit on 
same chair-bed and start snoring. Junior sits on his chair-bed 
and starts crying.” 

Go over the instructions until all the players understand. Let 
them repeat the numbers and words they are to say. It is 
wonderful how well they remember and how accurately they 
can carry out these instructions. 
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DouBLE-QUICK RELAY 


The players are divided into two or more equal groups which 
stand facing each other with about ten feet between the lines. 
A box is placed at both ends of each line. A block or bean bag 
is placed in the box at one end of each line. 

Each player is given a name, the corresponding players in 
each line having the same name. For example, number one’s 
are rock, number two's snow, etc. 
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The director calls for two players by announcing the first 
part of a phrase in which their name is an affinity, such as 
“Hard as a ” or “White as . The two players 
whose names are designated race to the end of the line where 
the block has been placed, carry the block to the box at the 
opposite end of the line, and return to their places in line. 

The first player to reach his place in line scores one point for 
his side. The director keeps score. Suggested names are: 


Hard as a rock Dry as a bone 
Light as a feather Sour as a lemon 
White as snow Pretty as a picture 
Cold as ice Brave as a lion 
Hot as fire Black as a crow 
Yellow as gold Fat as a pig 

Fine as silk Sly as a fox 
Sweet as honey Thin as a rail 
Clear as crystal Strong as an ox 
Green as grass Neat as a pin 
Large as an elephant Cross as a bear 
Sharp as a razor _ Dead as a doornail 


High as a mountain 
Variation for couples: Give partners in each line the halves 
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of an affinity, and as the leader calls either half, both run. 
(Two bean bags should be placed in the end boxes.) Many 
other affinities will suggest themselves; these are a beginning: 


Pen and ink Bread and butter 

Ham and eggs Ice cream and cake 
Hat and coat Salt and pepper 

Pork and beans Pencil and paper 
Knife and fork Hot and cold 

Day and night Thunder and lightning 


Another variation: follow the above instructions, but instead 
of giving the couples the name of an object in an old saying, 
give them the name of something mentioned in a song. The 
musician plays a song, and when the players recognize it as the 
one containing their word, they proceed as in the above game. 

Suggested songs and objects are: 

bonnet—*“Put on Your Old Gray Bonnet” 
dog—‘“Hound Dog” or “Where Has My Little Dog Gone?” 
turkey—“Turkey in the Straw” 
boat—“Row, Row, Row Your Boat” 
bicycle—“Daisy, Daisy” 

tulip—“When You Wore a Tulip” 
bells—“Jingles Bells” 

taxi—“Dark Town Strutter’s Ball” 
banjo—“O Susanna” 

farm—“Old MacDonald” 
Oldsmobile—“In My Merry Oldsmobile” 
reindeer—“Rudolph” 


BAYONET PRACTICE 


Two teams stand in parallel lines facing each other about six 
feet apart. Each player has a balloon bayonet—long balloons 
that have a thumbtack taped to the very end. (After inflating 
the balloon, push a tack through a couple of thicknesses of cel- 
lophane tape from the sticky side and attach to the balloon. ) 
The first players on each side advance to meet in combat. With 
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left hands behind their backs, they seek to pop each other’s 
balloons. The tiniest prick will do the job. 

The one whose balloon is punctured steps out of line, and 
the victor takes on number two. If his luck holds, he takes on 
number three. But when he finally gets his own balloon pricked, 
he gets out and the conqueror assaults number two. 


SMITH AND JONES RELAY 


The group is divided into two big family reunions. 

Each reunion group selects a family to represent them— 
father, mother, grandpa, grandma, uncle, aunt, son, daughter, 
and two cousins. The family may be smaller if necessary. 

A designated tree or rock is the “emergency center.” 

At a signal the father of each family runs to the center and 
around it and back. He takes the hand of the mother, and to- 
gether they hurry to the center, around it, and back. The 
mother grabs Grandpa's hand, and away go the three of them. 
Grandpa takes Grandma's hand, and now four make the run. 
The line grows longer and more cumbersome. The family that 
first makes the run as a unit is declared the winner. 


UNDER THE BRIDGE 


Two teams of several couples each line up with the couples 
facing each other. Team members hold out arms and grasp 
hands, forming a bridge. 

At the signal the first couple on each team runs under the 
bridge. At the end these two stretch hands across to keep the 
bridge intact. As soon as they pass the second couple, that pair 
follows them, joining hands at the end. So it goes until all 
couples have passed under the bridge and the first couple is at 
the head again. The first team to finish wins. 


Howpy, PARTNER 


Two teams form parallel lines facing the same direction. 
Each person places a paper bag under his right foot. 
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At the signal the last member of each team picks up his sack, 
blows it up, and bursts it on the back of the person in front of 
him, saying, “Howdy, partner,” as he does so. 

Down the line goes the “whamming.” No one can pick up his 
bag until he has had a bag burst on his back. 

When the first man in each team has his turn, he picks up 
his bag, runs to the foot of the line, and bursts the bag on the 
back of the player who started the game. The first line to finish 
wins. 


CoRNER SPRY 


Teams of an equal number of players (not more than six) 
line up, one player behind another, at the four corners of the 
playing area. Each team has a captain. The four captains stand 
in the center of the playing area facing their teams. Each has a 
bean bag or soft rubber ball. The captain throws the bean bag 
to each player on his team in turn. The players toss it back. As 
the captain throws to the last, he calls, “Corner spry!” and runs 
to the head of the line. The last player in line rushes to the cen- 
ter and begins to throw the bean bag. This continues until the 
captain is back in the center with the bean bag. 


BUTTER FINGERS 


Two (or more) teams stand in parallel lines facing the goal, 
where a basket or box is located. Number one of each team puts 
on a pair of large, clumsy work gloves. Scattered at regular in- 
tervals between each line and the goal are five or six paste- 
board milk bottle tops or something similar. At the signal num- 
ber one on each team starts to pick up the tops and place them 
in the container at the goal. Then he hurries back to his team. 
Number two dashes to the basket and scatters the bottle tops 
in readiness for number three, who has put on the clumsy 
gloves. It is quite a feat to pick up a flat piece of cardboard 
with these work gloves, so the winning team deserves any re- 

ward they may be given. 


7. Favorite Indoor Games 


BARTER 


Prepare pieces of construction paper of from three to five 
different colors so that each player may have six or eight slips 
to begin with. Each color has a value (black 35, purple 30, red 
25, green 15, white 10, yellow 5), but the values are unknown 
until the end of the game. Players trade or exchange the slips, 
each one trying to get the colors that he thinks will be most 
valuable. The game can be played for five or ten minutes, and 
then the leader announces the values. Each player adds the 
value of his slips, and the player with highest score wins. 


CHECKERBERRY 


All the players stand in a circle facing the center. Each thinks 
of some motion to do with his hands or feet that can be done 
to the chant of the following rhythm in this chant: “Checker- 
berry, checkerberry, checkerberry on!” Let the players practice. 
Two people standing side by side should not have the same 
motion. 
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Everyone watches his right-hand neighbor all through the 
game. Begin with each person doing his own motions to the 
chant. When they say “on,” everyone takes the motion of his 
right-hand neighbor. Continue to change each time “on” is said. 
Anyone who breaks the sequence of the game drops out. 


DumMBo GRUMBO 


Players divide into two groups. One group leaves the room, 
and the other group chooses a verb. 

The group outside are told a word that rhymes with the verb 
chosen. They consult and decide on the verb they think was 
chosen, return to the room, and without speaking act out the 
verb. If they have guessed right, the inside group claps; if the 
idea is wrong, they shake their heads. The acting group leaves 
again and decides on another word. They continue to return 
and act out verbs until they get the right one. 

For example, eat was chosen, and the group outside told that 
it rhymed with heat. Deciding that the word must be beat, they 
pantomimed it. Since that guess was incorrect, they tried meet, 
but were wrong again. At last they tried eat and were rewarded 
with hand clapping. 

Change sides to repeat the game. 


PROFESSIONS 


This game is played by couples or groups of five or six. Each 
couple or group draws a slip of paper from a box. On each slip 
is written a profession or occupation. Each acts out the profes- 
sion while others try to guess what it is. Suggestions are dentist, 
lawyer, nurse, airplane pilot, preacher, and basketball player. 


ADVERBS 


One player thinks of an adverb. Members of the group ask 
him to perform certain acts in the manner suggested by the 
adverb. 

For example, the player may secretly choose “angrily.” The 
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group tries to discover what the word is by asking him to do 
certain things in the manner indicated by the word. One person 
says, “How do you drive your car to work?” The player springs 
into an imaginary car, slams an imaginary door, stamps on an 
imaginary starter. He looks as if he could bite a nail in half. 

The next person asks him to greet a long lost friend. He grits 
his teeth, shakes an imaginary hand as if he could wring it off, 
slaps a whacking blow on the back, and snorts with a mean 
look, “How are you, old buddy, old buddy, old buddy?” 

The one who guesses the adverb becomes “it” for the next 
time. 


ADJECTIVES 


Write out a story related to the theme or idea behind the 
party. Leave a blank for each space that would use an adjective. 
If the group is fairly large, have one adjective space for each 
guest; if it is small, have two blanks for each guest. Each player 
is provided with a small slip of paper and told to write any ad- 
jective. The leader then walks about the room reading the story. 
Every time he comes to a blank he halts his reading and points 
to a different guest, who then reads the word he has written 
down as the one that goes in the blank. For example, the story 
might start out this way: “It was a ________ and 
night. Three ______ characters were walking down the 

alley.” Such adjectives as beautiful, smelly, muddy, 
and horrible would make humorous additions to the story. 


TRAGEDY 


Players are asked to write down a list of things the leader 
gives them. Using familiar names and places adds to the fun. 
Here are the things they are to write in order: 

A girl’s name 

A place 

Name of the person on their right 
Someone's name 

A place in a near-by town 
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An implement 

A possession 

A reason 

A man’s name 

After they have completed their list tell them that they have 

just solved an important murder case. These are the facts and 
the people involved: 

The unsung heroine 

The scene of the first attempt to murder the victim 

One whom the police held as a suspect 

The poor, unfortunate victim 

The place the murder was committed 

The weapon used 

The chief clue 

The established motive 

The hero who solved the crime 


CHAIN REACTION PANTOMIME 


This can be used with a group of any size. The leader and 
two or three (depending upon time) others participate. Those 
selected leave the room; then the leader tells the activity he is 
going to pantomime. One person is called into the room to 
watch the leader go through his exaggerated and imagined act. 
When the leader finishes, the next person is brought into the 
room to watch the version of this unknown action as the first 
person remembers it. If another person is out, he is invited to 
watch the second performance, and then he does it as he re- 
members. After all have done their pantomime, they are asked 
to tell what they thought they were doing. Then they are told 
the original idea. Here are some suggestions: washing an ele- 
phant, cleaning out a refrigerator, and changing a flat tire. 


Up JENKINS FOOTBALL 


Two teams of eight or ten players sit on either side of a table. 
In the middle of the table, extending the full length, is a foot- 
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ball field drawn with chalk and something to represent the foot- 
ball. A quarterback is chosen by each team from among its 
members, and he is seated in the center of the team. A dime is 
used as the instrument of play, and after a coin is flipped to 
determine which team shall have the dime, the play begins. 
The quarterback of the team winning the toss takes the dime, 
and with all members of his team holding their hands under 
the table, passes the dime along to the player whom he has in 
mind to “carry the ball.” At a signal from the quarterback, all 
the players of his team raise their hands above the table, with 
flattened palms, in unison. It is the task of the members of the 
other team to discover the hand that contains the coin. 

Now the football game begins. The quarterback of the op- 
posing team consults his team members. If they can agree on 
the hand that they think covers the dime, the quarterback says, 
“We spy that hand.” If the coin is there, the opposing team 
receives it and gets twenty yards if ten members are on each 
team or sixteen yards if eight members are on each team (or 
one yard for each hand). If the dime is not under the hand 
guessed, the team “carrying the ball” gets twice the number of 
hands in yardage. 

If the opposing team members cannot agree on the location 
of the dime, their strategy (executed by their quarterback) is 
to pick up all the hands except that one under which the dime 
is located. (The quarterback points to a hand and tells that 
person to “pick up your right hand.”) If they succeed in pick- 
ing up the hand covering the dime last, they get the “ball.” If 
they miss, the team with the “ball” receives the number of yards 
represented by the hands still down when the dime is uncov- 
ered. The teams, of course, advance toward their own goals by 
the number of yards achieved by “spying” or gradual lifting of 
hands from the table. The game is won when either team has 
two out of three goals. Then new players can enter the field, 
and new quarterbacks are elected. 

Rings should not be worn on hands in this game, and unfair 
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practice such as pounding the table to make the dime jingle 
is not encouraged. 


MADMAN ON A HOLIDAY 


Guests are seated so that all can see the center of the circle 
where the one who is “it” is standing. “It” points to one of the 
players, or calls out his name, and makes a motion such as shak- 
ing a fist or even sticking out his tongue. The person pointed to 
repeats the original action, adds one of his own, and points to a 
third person. This person then is required to stand, repeat the 
first two actions in sequence, and add something of his own. 
Not more than fifteen should play this game. 


HuMAN TICKTACKTOE 


Set out nine chairs in ticktacktoe fashion. Divide the players 
into two equal sides. One player from each side, in rotation, 
steps up to take a seat. The object is to seat three players from 
a side in a row, at the same time preventing the other side from 
doing so. Rows may be made vertically, horizontally, or diag- 
onally. 

During the progress of the game no talking is permitted, nor 
is anyone permitted to advise the next player where to sit. The 
players must keep in mind who their team members are and 
who are those on the opposing team. 

Alternate in starting the game after the first time. A point is 
given the side which makes three in a row (ticktacktoe). 


HuMAN CHECKERS 


Place seven chairs in a row, and seat three boys and three 
girls in this order: B-B-B-O-G-G-G. The object of the game is 
to move the boys and the girls to opposite seats, like checkers, 
moving or jumping only one at a time. No player may move 
backward. All may start over again if they get stuck. The final 
result will be G-G-G-O-B-B-B. 

This is a good competitive game for two teams. 

(Hint to leader: Always keep boys and girls alternate, and 
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move consecutively. The puzzle works out easily with practice, 
but is difficult for beginners. The moves need not alternate.) 
Solution: 
B-B-B-O-G-G-G 
1-2-3-4-5-6-7 
3 to 4, 5 to 3, 6 to 5, 4 to 6, 2 to 4, 1 to 2, 8 to 1, 5 to 8, 7 to 5, 
6 to 7, 4 to 6, 2 to 4, 8 to 2, 5 to 8, 4 to 5. 


HunteER, BEAR, GUN 


Two parallel lines face each other at least six feet apart. The 
leader instructs as follows: 

“The sign of the hunter is standing straight with folded arms. 
The sign of the bear is leaning forward with claws extended. 
The sign of the gun is sighting along the barrel of a shot gun.” 
(Have the groups take these poses to be sure they understand. ) 

The leader continues: “Now, the hunter is greater than the 
gun because he can shoot the gun. The gun is greater than the | 
bear because it can kill the bear. But the bear is greater than — 
the man because he can eat the man.” 

A leader is appointed for each team. At a signal each team 
goes into a huddle and quickly decides which of the three they 
will be. Back in line again the leader gives the command, 
“Pose!” Each team takes the sign of the one they have decided 
to represent. They may both come up with the same signs. For 
instance, both teams may fold their arms representing the 
hunter. In that case nobody scores. Again they go into a huddle. 
This time one side strikes the pose of the bear and the other 
the pose of the gun. The second side wins because the gun can 
kill the bear. Next time, number two decides to do the gun 
again, but side one poses as the hunter. So side one wins. Play 
several times. Everybody likes this game. 


X MARKS THE SPOT 


But where is the spot? Explain to the group that a red X on 
a small white square is in plain sight of everyone. They are to 
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locate it. Having done so, they must not say a word but sit 
quietly watching the others search. During the confusion of the 
preceding game the leader has stuck a piece of white adhesive 
with a red X on it to the arm of someone in whom he has con- 
fided. This one joins in the search for the X, keeping it in plain 
view of everyone all the time. 


News ARTICLE 


The leader explains that this party or banquet or whatever 
it is has been so successful that he has written it up for the 
paper. He has omitted all the adjectives, however, because he 
couldn't decide on any that would be expressive or descriptive 
enough. So he asks the group to help him. Without letting them 
know what the story is, he merely asks for an adjective begin- 
ning with a (and it need not be complimentary), then b, and 
right on through the alphabet. Then he reads the finished ar- 
ticle. Here is the way such a story turned out for one ban- 
quet: 


An awful group of bad adults from the cantankerous Inglewood 
Church met for a dumb time at an evil banquet. The one who pre- 
sided over the foolish affair was the ghoulish John Williams. He and 
his hateful wife are recognized leaders in all the ignorant affairs of 
the church. I suppose that next to the juvenile pastor and his kit- 
tenish wife, they are the most prominent members. 

Lousy Jack Alexander could easily usurp John’s place in popu- 
larity if he could just land that mushy schoolteacher he is so gone 
on! He really makes a nasty spectacle of himself trying to run her 
down and make her say yes. 

Always an added attraction to any Inglewood gathering is the 
obnoxious personality of the putrid Mack Dresden. What a queer 
sense of humor he has! But every time he opens his rotten mouth 
all the sticky people laugh their trashy heads off. 

There were many other vociferous dignitaries present like the 
Jameses, Adamses, and Dorises. Oh, this banquet was a wacky 
occasion. All the yellow crowd had a zany time! 


§. Favorite Outdoor Games 


Pin Guarp 


All the players except one stand in a big circle. An Indian 
club or bowling pin is placed in the center of the circle with a 
two-foot circle drawn around it. The player not in the large 
circle is the guard and must stay outside the two-foot circle. 
The players pass a volleyball back and forth across the circle, 
trying to knock down the pin, while the guard in the center 
tries to keep between the club and the ball. Whoever succeeds 
in knocking down the club changes places with the center 
guard. The guard must go around the small circle, not through 
it, in protecting the pin. If he knocks it down with his feet, an- 
other player is chosen to take his place. 

Variation: Set two cans, one on top of the other, in the cen- 
ter of the circle. These must be replaced by the guard when 
they are knocked down. While he is setting them up again, the 
other players try to hit the player with the ball. When the cans 
are replaced, the player who originally knocked them down 
replaces the guard, and the game continues. 


106 


Favorite Outdoor Games 107 


POORHOUSE 


Couples join hands and sit in a semicircle. Each couple has 
a number. One couple in the end of the semicircle is in the 
“poorhouse.” This is a position where they do not want to be. 

Two numbers are called by the couple in the “poorhouse.” 
These couples (with hands still joined) run to change places. 
The couple in the “poorhouse” tries to get one of the places left 
vacant in the change before another couple reaches it. If they 
do so, the couple left standing must go to the “poorhouse.” If 
the couple in the “poorhouse” calls, “House afire!” all couples 
have to change. Keep original numbers always. 


SPUD 


One player is “it” and stands in the middle of the group. He 
is given a volley or beach ball. “It” throws the ball into the air 
and at the same time calls another player's number or name. 
The named player rushes for the ball, and all other players scat- 
ter away from him. When he has the ball in his possession, the 
player yells, “Halt!” Other players must stop immediately. He 
then throws the ball (from the place he picked it up) at an- 
other player and tries to hit him below the waist. The player 
tries to dodge the ball, but must keep one foot in place. If the 
ball misses, one “spud” is scored against the thrower. He must 
then run after the ball again, calling “halt” and trying to hit 
another player. Three “spuds” put him out. If he hits a player, 
however, a “spud” is scored against the player, who then picks 
up the ball, calls “halt,” and continues the action. 

When a player has three “spuds” against him, he must stand 
up against a wall while the rest of the players get a free throw 
at him from a line fifteen feet away. 

Two “spuds” may be used to make the game go faster. The 
ball may also be rolled rather than thrown. In that case, no 


dodging is permitted. 
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SWAT THE FLY 


Form a circle with “it” in the center. A box, bucket, or other 
container is in the middle of the circle. “It” has a roll of paper 
in his hands as he walks around the circle. He finally swats 
someone and immediately runs to put the paper in the basket. 
The person swatted runs after him, picks up the paper, and 
tries to swat “it” before he gets to the vacated spot. If the player 
hits “it” before he gets to the vacant place, then “it” goes back 
into the circle and tries again. If “it” gets in the vacant place, 
the other player is “it” for the next game. 


Tap 


Divide the group into teams and line them up about eight 
feet apart. Number the players of each team so that the op- 
ponents holding the same number are opposite each other. 

The leader calls an object to be touched and a number: for 
example, “Tap grass, three.” The players numbered three run, 
touch grass, and return to their places. The first player to return 
scores one point for his team. Eleven is the game. 

Items to call out might include flowers, trees, rocks, or a 
chair. The leader may call “me” and run until touched by a 


player. 


IN THE POND, ON THE SHORE 


The players stand in a circle, except “it,” who is in the center. 
When “it” calls, “In the pond!” all players must jump one step 
into the center of the pond. Or when “it” calls, “On the shore!” 
all must jump back one step if they are in the center. They must 
not jump ahead when they are already in the pond or back 
when they are already on shore, no matter what “it” may call. 

“It” may try to confuse them by jumping when they should 
stand still or standing still when they should jump. 

Anyone making a mistake must drop out of the game. 
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CirrcLeE DopcE BALL 


Players divide into two equal groups. One forms a large circle 
around the others, who stand huddled inside. Players in the 
circle try to hit the legs of those in the center with the ball as 
they roll it from person to person. Each player who is hit leaves 
the circle. Keep time to see how long it takes to hit everyone 
out. 

Reverse places. The group hitting all players within the circle 
in the shortest time wins. 


Daisy Mart Gets Her Man 


The girls form a chain by holding hands or linking arms. The 
boys scatter about. The girls try to capture a Lil’ Abner by en- 
circling him. When a boy is caught, he must drop out. 


FisH IN THE NET 


Five or six volunteers stand in the middle between two lines. 
The rest of the contestants line up on one of these two lines. 
All together, or one at a time, the contestants must try to run 
from one line across to the other. 

Those in the center form a fish net by joining hands. As the 
others run through, those in the net try to capture one of them. 
They must get him into the net and close it before he can get 
out. When someone is caught, he becomes part of the net, and 
the game continues until the last fish is caught. 


CANNED GOLF 


Lay out a golf course by placing nine tin coffee cans in the 
ground here and there about the playing field. 

Use small rubber balls and walking sticks or croquet mallets. 
Play as you would golf. The object is to make each hole in as 
few strokes as possible. Total your score at the end of round of 
nine holes. Low score wins. 
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JUMP THE STICK 


Teams of equal number are lined up facing the same direc- 
tion. The first two players in each line, numbers one and two, 
hold a stick not less than three or four feet long. Holding it 
close to the ground, they run down the line of players, who 
jump the stick in turn. As soon as the end of the line is reached, 
number one stays there and number two hurries back with the 
stick and number three takes the other end. Now down the line 
they go again, making the players jump. This time number two 
stays at the end and number three goes back to get number 
four. Thus the game continues until number one is head of the 
line again. 


THREE DEEP 


The players form two circles, one inside the other, facing the 
center. Each player in the outer circle is directly behind a 
player in the inner circle. Two extra players stand outside. One 
is the runner and the other is the chaser. The runner may save 
himself from being tagged by stepping inside the circle in front 
of one of the pair of players. This makes the circle at that place 
three deep; the player on the outside becomes the runner. If 
he is tagged he becomes the chaser. A runner may move to the 
right or left, but when he enters the circle, he must step in front 
of the pair to his right. 


FLyInc DUTCHMAN 


All the players except two form a circle with hands clasped. 
These two players join hands and walk around the outside of 
the circle. They may touch the joined hands of any two players 
in the circle. The tagged two start around the circle in the op- 
posite direction. When they meet, the couples stop and bow to 
each other. The object is for the pair outside to get around the 
circle and back into the vacant place first. The couples must not 
break hands at any time. 
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SCALPS 


Give each contestant a paper sack to fit his head. Turn the 
contestants loose in a given area, with instructions for each one 
to see how many scalps he can collect from the others. When 
one loses his scalp he is automatically out. If one has collected a 
number of scalps and then loses his own, he must step out of 
the race and turn over the scalps to the one who conquered 
him. Scalps may not be held on the head but must be protected 
by fast footwork or dodging. 

The one who keeps his own scalp and collects the largest 
number of others wins. 


SCARF TAG 


Players are scattered about. One person is the chaser; one 
player has a scarf in his hand. The chaser follows him. He can 
pass the scarf to anyone else, and that person must take it. If 
the one with the scarf is caught, he becomes the chaser. Keep 
everyone moving. 


SNATCH 


Players are divided into two teams. They line up facing each 
other fifteen or twenty feet apart. Each team numbers off con- 
secutively, but they begin from opposite ends of the line. Thus 
number one of one line will be facing number ten of the other. 
A handkerchief is placed between and at the center of the lines. 

From one end the leader calls a number. The players with 
that number from each side run to the center and quickly and 
cautiously try to: (1) snatch the handkerchief and return to 
their own place, or (2) tag the opponent while he has the hand- 
kerchief in his hand. 

Give two points to the side whose player successfully snatches 
the handkerchief and returns to his place and one point for tag- 


ging the opponent while he has the handkerchief. 


9. Exceptional Recreation 
Opportuncties 


CAMPS AND RETREATS 


For an unforgettable experience, try a camp or retreat. Take 
your class, union, society, or department to some beautiful 
camp site. Stay one day or several days. There is no finer recre- 
ational opportunity. 

Make careful preparation, because a good camp, like any- 
thing else, doesn’t simply happen. There are many books and 
free pamphlets available to help you with the planning, proce- 
dure, and program. Some of those which you will find most 
helpful are listed below. 

Benson, Reuel A., and Goldberg, Jacob A. The Camp Counse- 

lor. New York: McGraw-Hill, 1951. 

Bowman, Clarice. Spiritual Values in Camping. New York: As- 

sociation Press, 1954. 

Burns, Gerald P., ed. Program of the Modern Camp. New York: 

Prentice-Hall, 1954. 
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Carison, Adelle. “Church Camps and Retreats.” Church Recre- 
ation Service, Baptist Sunday School Board, Nashville 3, Ten- 
nessee. 

Dimock, H. S., ed. Administration of the Modern Camp. New 
York: Association Press, 1948. 

, and Hendry, C. E. Camping and Character. New York: 

Association Press, 1939. 

, and Statten, Taylor. Talks to Counselors. New York: 
Association Press, 1939. 

Hammett, Catherine T., and Musselman, Virginia. The Camp 
Program Book. New York: Association Press, 1951. 

Rubin, Robert. The Book of Camping. New York: Association 
Press, 1949. 

Weaver, Robert W., and Merrill, Anthony F. Camping Can Be 
Fun. New York: Harper & Brothers, 1948. 

Welch, Emily H. It’s Fun to Be a Counselor. New York: Associ- 
ation Press, 1956. 


DRAMATICS 


The field of drama as a recreational opportunity has scarcely 
been touched by church groups. The play itself need not be rec- 
reational in content. Its message may be missionary, educa- 
tional, or evangelistic. The preparation of the play is recreation; 
it is a delightful way to spend leisure hours. 

The following list contains some helpful books and pam- 
phlets: | 
Barnard, Floy. Drama in the Churches. Nashville: Broadman 

Press, 1950. 

Barton, Lucy. Costuming the Biblical Play. New York: Baker, 

Voorhis & Company, 1938. 

Brown, Ben W. Upstage-Downstage. Boston: Walter H. Baker 

Co., 1946. 

“Church Recreation Catalog.” Church Recreation Service, 

Baptist Sunday School Board, Nashville 8, Tennessee. (This 

pamphlet lists plays and books on production. ) 
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Knapp, Jack Stuart. Lighting the Stage with Home-made 
Equipment. Boston: Walter H. Baker Co., 1938. 

, ed. Technique of Stage Make-up. Boston: Walter H. 

Baker Co., 1942. 


TALENT TIME 


Many a happy hour may be experienced, with lasting profit 
to the participants, in a talent parade. Weave the numbers into 
an interesting theme so that there is continuity and correlation. 
For a funny and even ridiculous and “bloody” theme, use 
“Laugh Your Majesty” in Choice Social Programs for Students 
(Nashville: Broadman Press, 1956). Or you may prefer some- 
thing beautiful and sentimental like “Memory’s Ship” in Agnes 
Durant Pylant’s Playtime (Nashville: Broadman Press, 1950). 


CHORAL READING 


There is no more fascinating endeavor than working with, or 
taking part in, a speaking choir. In one choir the girls wore 
dresses made by the same smart pattern. Three different colors 
were used, but the style was the same. Even their shoes and 
earrings were alike. The boys dressed in dark, double-breasted 
suits. Their ties and handkerchiefs were the colors of the girls’ 
dresses. There was nothing drab or ordinary about this group! 

Their program ranged from the ridiculous to the sublime. 
They collected and arranged the numbers themselves. 

Some helpful books are: 

Banke, Cecile de. The Art of Choral Speaking. Boston: W. H. 

Baker Co., 1937. 

Hicks, Helen G. The Reading Chorus. New York: Noble and 

Noble, 1939. 


EQUIPMENT GAMES 


A most enjoyable evening may be spent in informal, undi- 
rected play. For small indoor spaces use some of the many table 
games now available: Bowlite; Rookie Baseball; Indoor Horse- 
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shoes; Carrom; Fox Hunt; Kickit, Sr; Deluxe Roll-n-Bowl; and 
a game kit containing Hindu Pyramid, Gomoku, Chinese 
Friends, Korean Yoot, Pommawonga, Adi, Nine-Block, Mexican 
Balero, Pic-E-U-Nee, and Bonum Board-Scoop Golf. 

For larger spaces and out-of-door playing areas use shuffle- 
board, Ping-pong, volleyball, badminton, and others. 


CRAFT PROGRAMS 


What a world of entertainment, fun, and satisfaction may be 
had with crafts! A craft program may include work with leather, 
copper, wood, and other materials. Designate certain times for 
crafts. If there is competent leadership, it will be impossible to 
measure the pleasure and profit from such hours. 

Some helpful books are: 

Art Education Association. Art Activities Almanac. Detroit: 

Wayne University Press, 1955. 

Ickis, Marguerite, and Esh, Reba Seldon. The Book of Arts and 

Crafts. New York: Association Press, 1954. 

Metal Enameling—Amaco Booklet No. 7. American Art Clay 

Co., 4717 West 16th, Indianapolis, Indiana. 

Peter, John. McCall's Giant Golden Make-it Book. New York: 

Simon and Schuster, 1953. 

Staples, Frank A. Arts and Crafts Program Manual. New York: 

National Recreation Association, 1954. 


SPORTS 


The church soil is very poor that cannot produce a ball team 
or two at the drop of a hat. Softball teams in the summer, foot- 
ball in the fall, winter basketball, and bowling teams are possi- 
ble for many church groups. Skating, swimming, tennis, volley- 
ball, and badminton are a few others to consider. 

The American Playground Device Co., Anderson, Indiana, 
will send a booklet, “Standard Sports Areas,” on the dimensions 
of courts upon request. Any dealer of Rawlings Sporting Goods 
will give a free chart showing court dimensions. 
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BANQUETS 


“Banquets are fun! That is, when they are well-planned, 
when everybody participates in the program, and when they 
run on schedule,” says Mrs. John Maguire, authority on church 
banquets. Occasions for banquets are without number. Books 
on banquets are plentiful. The warm fellowship resulting from 
good banquets is well worth the effort. 

The following pamphlet and books will be helpful. 

Choice Banquets. Nashville: Broadman Press, 1954. 

Maguire, Clyde Merrill. “Banquets.” Church Recreation Serv- 
ice, Baptist Sunday School Board, Nashville 3, Tennessee. 

. The Cokesbury Dinner and Banquet Book. Nashville: 

Abingdon-Cokesbury Press, 1953. 


FELLOWSHIPS AND PARTIES 


This type of recreation may be used by any age group, any- 
where, and at any time. After or before church fellowships, Sat- 
urday night fellowships, after-game fellowships, instead-of- 
prom fellowships, and family night fellowships are just a few. 

“Sunday Night Fellowships,” a free pamphlet of the Church 
Recreation Service, Baptist Sunday School Board, Nashville 8, 
Tennessee, and Choice Sunday Night Fellowships (Nashville: 
Broadman Press, 1955) will give you ideas for your fellowships. 

Parties may be planned for every occasion, every season, 
every size group, every age group. Parties may be formal, in- 
formal, ridiculous, intellectual, musical, or dramatic. There is 
abundant material for parties available. 


OTHER OPPORTUNITIES 
Other often-overlooked opportunities for filling leisure hours 
with joy and pleasure can be named. Trips, tours, and sight-see- 
ing expeditions, picnics, cook-outs, watermelon feasts, ice cream 
parties, hikes, treasure hunts, breakfasts, suppers, teas, recep- 
tions, showers, hay rides, hobby shows, glee clubs, book clubs, 
and bands might begin the list. 


10. Suggestions to Fun Leaders 


SC ENDABLE DETERMINED 
A pe 


CONCERNING THEMSELVES 


O wad some power the giftie gie us 
To see oursels as others see us! 
—Robert Burns 


You could help yourself a great deal if you could only look at 
yourself objectively. Do you have the qualities necessary for 
leading a church recreation program? A candid, impartial, un- 
biased scrutiny of yourself will tell. Recognize with humility 
and gratitude your good traits. Plan to correct, as far as possi- 
ble, the shortcomings you find. 

Study carefully these five questions, which are directed to 
you personally. The key word of each question begins with “d.” 

1. Are you devoted? 

You must answer this question affirmatively or your church 
cannot use you. 

Are you devoted to the Saviour? Then your ultimate aim 
in whatever you do will be his glory. 


AWigs 
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Are you devoted to your church? Then you will have re- 
spect for her teachings, policies, and practices. You will be care- 
ful that your plans and programs are in harmony. 

Are you devoted to your work? By “work” we mean the 
fun programs that have been entrusted to you. In plain words, 
do you genuinely like doing this sort of thing? 

Are you devoted to people? Do you naturally love every- 
body? Does this particular group you are leading in this partic- 
ular activity, for instance, feel your interest and warm friend- 
ship? 

2. Are you dependable? 

All your capabilities are as filthy rags if you are not de- 
pendable. What does it profit a group if you are capable of do- 
ing a superb job but you can’t be trusted to carry through? “So- 
and-so would be wonderful if . . .” You will have to get that 
“if” out of your character, or you will never make a success-of a 
recreation program. 

3. Are you determined? 

“Faint heart ne’er won fair lady.” If by “faint heart” is 
meant the easily discouraged, then we can say with equal truth, 
“Faint heart ne’er made a success of a fun program.” 

There are always difficulties to be surmounted. There are 
always people who look with disfavor on what you are plan- 
ning. There are conflicts of one kind or another. Only the cou- 
rageous of heart can overcome such obstacles. Only those with 
steel in their backbones can endure. 

4. Are you diligent? 

Determination has to do with your attitude of mind. Dili- 
gence is actually accomplishing by pushing steadily on. If you 
are diligent, you will study, read, attend conferences, and take 
advantage of every opportunity to improve yourself in this line 
of endeavor. 

5. Are you delightful? 

This is the most important question. No matter how capa- 

ble, efficient, or brilliant you are, if you are not a nice person to 
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work with, you will never be a successful leader. “Delightful” 
has to do with your disposition and personality. The optimistic, 
cheerful, enthusiastic person is leadership material! You may 
have been born with the corners of your mouth turned down, 
but they don’t have to stay that way! You can do a great deal to 
make of yourself a more delightful person. 

Also included in “delightful” are such qualities as kind- 
ness, patience, understanding, and sympathy. 

Measure yourself by these questions and see how tall you 
are! 

The same d that stands for devoted, dependable, determined, 
diligent, and delightful also stands for difficulties and discour- 
agement. These words are mentioned in an above paragraph, 
but a further word should be said in the way of encouragement 
and warning. 

A cry for help is heard all over the land from harassed 
leaders. “The kids won't come after I have gone to all the trou- 
ble,” “They won't listen,” “They won't behave,” “They are hard 
to please,” “There are smart-alecs who spoil my punch lines!” 

Take heart! In this field, as in all others, a period of education 
is necessary. Children and young people who haven't had many 
social activities simply don't know how to act. They may have 
had the wrong leadership. If you are determined not to get dis- 
couraged, if you will diligently keep on keeping on patiently 
and persistently, you will win. You will have to plan more care- 
fully, prepare more specifically, and pray without ceasing. 

But remember—you will reach your goal much sooner and 
with fewer gray hairs if you let the key folks for whom the ac- 
tivity is planned work with you. If it is their party or program 
or banquet and they helped plan it and are charged with many 
of the responsibilities for its success, you will be surprised at the 
difference it will make. Many leaders fail to grasp this truth. 
They are accustomed to “dishing it out” to the youngsters with- 
out consulting them at all. The result is often indifference or 
even rebellion on the part of the recipients. 
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CONCERNING THEIR PROGRAMS 


Church-centered fun programs should be distinctive in con- 
tent. They should be as attractive, interesting, challenging, and 
even as exciting as those found other places. They may include 
many activities that are sponsored by other groups. But they 
must always be above reproach according to the highest Chris- 
tian standards and in agreement with the beliefs of the church 
sponsoring them. Any game, song, stunt, or story that borders 
on the vulgar, dirty, or profane has no place in the fun program 
of your church. Any activity which might hurt the Christian’s 
testimony is not to be used. 


Planning with Intelligence 


A list of interesting events or excellent games a yard long 
doesn’t guarantee a good fun program. In fact, making such a 
list without taking certain things into consideration will guaran- 
tee complete failure. When a leader of fun programs and the 
committee plan intelligently, they consider: 

1. The occasion. 

There will be a great deal of difference in the games and 
other items that make up your program if the occasion is a 
Christmas party, a “sweetheart” banquet, or a Fourth of July 
celebration. There would be no similarity in the program 
planned for a moron convention and one designed for a moon- 
light and roses garden party. 

2. The age groups. 

There will be a difference between the number of hop, skip, 
and jump games planned according to whether the participants 
are ten or sixty years old. 

3. The number of guests. 

Games that “go over big” with fifteen or twenty guests could 
not be considered when two hundred are expected. 

4. The place. 

A question of considerable importance is whether the pro- 
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gram will take place outdoors on the church lawn or in some- 
one’s home. Will it be held in a gymnasium or the church 
parlor? 

5. The arrangement of games or events. 

One doesn't reach into the “grab bag” and pull out just any 
game. There must be some system to the arrangement. It is 
rather like planning a speech. The good speaker prepares an 
attractive introduction. Then in logical sequence he presents 
his points. The interest increases with each point until it is 
highest at the climax. A brief but satisfying conclusion follows. 

In like manner the fun leader plans an attractive introduc- 
tion to his program. There is an opening that makes even the 
first comer glad he decided to attend. 

Also, as part of the introduction he plans a “starter” or “ice- 
breaker” to use when all the guests have arrived. This is gen- 
erally a moving-about game that causes mixing and mingling. 

Then there is the logical, balanced arrangement of events. 
The interest mounts with each one until the climactic game or 
feature is reached. Refreshments are served almost immediately 
since they are really a part of the climax. (It would certainly 
be anticlimactic to say that there were no refreshments! ) 

A brief conclusion in keeping with the theme and spirit of 
the occasion “wraps up,” or “puts the lid on,” the whole affair. 


Preparing in Detail 

1. Publicity. 

Save yourself the trouble of preparing for the social or what- 
ever you are planning if you don't intend to publicize it. More 
than that, simple publicity is needed; it must be attractive, 
compelling publicity. Use every means available—church 
paper, daily newspaper, posters, personal invitation, “catchy” 
skits and stunts in the opening sessions of church organizations. 
If a group hears about the program far enough in advance, and 
if they like what they hear, chances are they will be present, 
on time, and eager! 
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2. Decorations and room arrangement. 

Nothing can substitute for atmosphere and color. A Hallow- 
een party can never produce the proper amount of goose 
pimples, chills, and thrills in a bare, brightly lighted room. 
What a flop a Western round-up would be were there no cow- 
boys, ropes, saddles, bales of hay, and a chuck wagon! 

3. “Props.” 

Be sure to have every piece of property ready and at your 
fingertips—no matter if it is an item as insignificant as a piece 
of string, an apple, or six small stones. It is most important that 
your preparation for the fun program be complete down to the 
most minute detail. 

4. Helpers. 

Every person who has any responsibility at all must be lined 
up, on his toes, and ready to go! Each must know exactly what 
he is to do and when he is to do it. You are sunk if you wait 
to pick up a pianist after your crowd arrives. 


CONCERNING THEIR TECHNIQUES 


Given the right leader and the proper planning and prepara- 
tion of the program, the knowledge of a few simple techniques 
of game leadership will be an unbelievable help in making the 
occasion a “smooth” success. 

1. Getting attention. 

Merely to be able to get a group of human beings to be quiet 
and listen to you is something! How can they play unless they 
know the game? How can they learn the game unless the leader 
gives them the directions? How can he give directions unless 
he can be heard? 

Know in the beginning that the suggestions given here are 
not guaranteed. They are not made of foolproof material. Give 
them a try and see how they come out. 

You.—When you step out before your crowd and lift your 
arms for silence, look as if you have something interesting to 
say. Your very “sparkle” will have a hushing effect. A dead-pan 
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expression, a bossy manner, or a scowl on your face will not 
make a dent in the hubbub. 

As the noise begins to subside, start talking in a normal voice. 
You will repeat what you are saying later when you have their 
attention. But this is part of your technique in getting that at- 
tention. You look as if you have something most exciting to 
share. A few will want to hear. “Why in the world doesn't she 
talk louder?” they think. But you don't. So there is a “sh-sh-sh- 
sh-ing” sound from the eager ones, and soon the whole crowd 
is listening. Then you do raise your voice a little and start all 
over, and they hear without a single shriek from you. 

Attention-getters.—The most common attention-getter is the 
whistle. It is especially good for outdoors. It may be used in- 
doors also if the leader will use discretion. Blow it only when 
necessary, and don’t try to see how loud a blast it is capable of 
producing. 

There are other attention-getters. Consider the theme of your 
party or the season of the year and find something that fits—a 
toy drum at Christmas, for instance. There are all sorts of 
sound-producing items at the dime store suitable to the current 
season. 

2. Securing formation. 

To know how to move your crowd from one formation to 
another smoothly and quickly is very important. These transi- 
tions are part of the fun. 

To be in parallel lines and then in a “twinkling” to be in two 
circles is quite a trick. Then with a twist, a turn, and a half- 
dozen steps to find yourselves seated in a perfect square—what 
fun! All this smooth transferring from one game to another 
enables you to hold on to your folks. So many leaders lose a 
member or two while in the process of changing games. 

How is it done? Well, wishing won't do it! There are no 
hocus-pocus words to learn! You will have to spend hours in 
working it out. The methods you use will depend largely on 
the size of your groups. The bigger the crowd, the more dif_i- 
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cult the manipulation. If your group is rather small, you could 
simply say, “Fall in! Follow me! Do as I do!” You start walking 
about the room perhaps performing silly antics as you go. Al- 
most without exception they will “fall in,” and you can lead 
them into a circle. If, however, your crowd is large and you 
plan to get formation by using the grand march, you will have 
to do some figuring in your mind and rehearsing in your imagi- 
nation. But the grand march is an excellent and an enjoyable 
way to get parallel lines and circles. 

Suppose you have played a game using a large, single circle. 
Your next game requires two circles of equal size. Simply break 
the big circle in half and have the “end man” of each half join 
hands and swing out. 

Now your next game requires a circle inside a circle. Let 
one of the two circles remain intact, facing clockwise, ready to 
march. Ask the other circle to break up and each member of 
it to stand shoulder to shoulder with a member of the intact 
circle. Thus the circle that broke becomes the outside circle and 
the intact circle becomes the inside one. Go on from there ac- 
cording to the game. A single circle can easily become a straight 
line. Two circles can just as easily become parallel lines. 

One of the easiest ways of getting parallel lines is to number 
your group by one-two, one-two, or name them two animals, 
birds, kinds of fruit, or anything that fits the occasion. Have 
each group line up behind a designated person in a designated 
place, facing a designated direction. 

3. Giving directions. 

Where to stand.—A simple rule is this: Stand where you can 
be best seen and heard by the most people. Contrary to the 
practice of most leaders of games, you do not stand in the cen- 
ter of a circle to give directions. If you do, your back will be 
to half the crowd. Stand rather in the circle as a part of it. 
Then you see everything and everybody sees you. When there 
are parallel lines facing a certain goal, stand at the goal end of 
the lines. 
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Know your directions by heart—Be sure you have worked 
out the description of the game until it is impossible to have it 
misunderstood. You know it so well you don’t have to refer to 
book or paper. 

After giving the directions at least twice, ask if everybody 
understands. Clear up any questions. Many a good game has 
been a failure because the directions were not clear. 

4, Meeting emergencies. 

The more thorough the preparation and the more skilful 
the leader, the fewer the emergencies. However, everyone 
must be prepared. 

When a game doesn’t “go over. —Be swift to recognize a 
“dud” and do not continue it. Have a substitute you can “run 
in.” Do not be embarrassed, and do not blame your group. Just 
laugh it off and present the new game that “is lots more fun, 
anyway.” 

When you plan for a group of one size and it turns out to ae 
another.—This situation will not throw you if you have antici- 
pated the emergency. Plan how you will adapt the games or 
have substitutes ready. 

When you have planned an outdoor affair and it rains.— 
Again, it is a matter of foresight and double-header planning. 
Your attitude is the all-important thing. Let it be: “It would 
have been so nice outside, but we can still have fun!” 

We can't anticipate all your emergencies. They may include 
something happening to the refreshments, the guest of honor 
failing to arrive because his car broke down, or having to give 
up your recreation room because of a conflict. 

There is no end to what may happen to ruin your plans. 
Just remember to anticipate such things as far as possible and 
to keep sweet and laugh even if there isnt a shred of your 
planning left! 
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